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Falcon 4.0 


Exclusive new shots 


Myst: Riven 
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Its а heart...it’s а meapnn...it^s Shadow Warrior. The creators of DUKE NUKEM are bark. Bigger. 
Better. Berserker. Shadow Warrior is coming to the belly of the East spreading ninja charisma 

like napalm. Undead sumos must be uzied. Satanic samurai must be shurikenned. Bulldozers must 
be boarded. Freaks must be flattened. beishas must be 000520. Enemies must he disemboweled and 
gore weapons must be gotten. Enter the world’s most advanced 3-0 environment...and make your- 
self sume sushi. Shadow Warrior. Таке the gore inta your own hands! 
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Shadow Warrior — 
says gu straight through 
the rib cage, 


developed by 
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Ream " GT Interactive 
i Software 


www.ten.net www.3drealms.com www.gtinteractive.com 


Shadow Warrior™ © 1997 3D Realms Entertainment, Inc. All rights reserved. 
Published and distributed by GT Interactive Software Corp. TEN™ and the ТЕМ" 
logo are trademarks of the T.E. Network, Inc. All other trademarks are the property of 
their respective companies. n 
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news & first looks 


16 1997 Coming into Focus 

First looks at new pictures of BattleTech: MechCommander and Rebellion, plus 
coverage of EarthSiege 3, Quest for Glory V, Mission to Nexus Prime, Extreme 
Assault, Pacific Tide, Krush Kill ^N Destroy, Conquest Earth, History of the World 
and Power F1. 

Q8 The Beta Zone 

Updates on iM1A2 Abrams, Esoteria 3, Obsidian, Test Drive: Off Road and The 
Incredible Hulk 


features 


B2 Thel-Magic Hurricane 

They'll blow you away іп 1997 with games like iF-22 ASF, The Great Battles of 
Alexander, Fallen Haven and Semper Fi. Plus the always talkative "Wild" Bill 
Stealey talks, and talks... and talks. — Steve Wartofsky & Scott Udell 
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Falcon 4.0 — Steve Wartofsky 

Riven: The Sequel to Myst — Cindy Yans 
Man of War — Scott Udell 

The City of Lost Children — Cindy Yans 
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Realms of the Haunting — Cindy Yans 
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2 Ordway vs. Tuskegee Airmen — Richard Ordway 
64 Panzer General Online — Scott Udell 

64 AD&D Dark Sun Online — Joe Grant Bell 
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66 Command Post — Scott Udell 

72 Reviews 

‘Tis a big month, with heavy hitters like Command & Conquer: Red 
Alert, Master of Orion II, Heroes of Might and Magic II, Lords of the 
Realm II, Battleground: Antietam, Power Chess, Harpoon Classic '97 
and Ultimate Yahtzee. 

B4 Steel Panthers Il: Modern Battles Tips — Robert Mayer 


action 


s Cheat Thrills — Steve Bauman 
Reviews 

She's mad, bad and dangerous to know. She's Lara Croft of Eidos’ spectacular 
Tomb Raider. Also: Duke Nukem 3D Plutonium Pack, Hunter Hunted, 
CyberGladiators, Grid Runner, Death Rally, Neo Hunter, Cold Shadow, Pinball 
Builder, Pray for Death, Baku-Baku, Bug, Toy Story, Ashes to Ashes, Xenophage 
and Slamscape. 


Get Civilized... 


2 
The critics are raving about CIVILIZATION II: 


“Simply the best!” еее 


"STRATEGY PLUS- LJ 
"Civilization II is a must have!" 
-PC GAMES- 
Akk Ie an aln. 


-COMPUTER GAMING WORLD- 
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‘With 20 new challenges from the Crusades to the Civil 
War, from Alexander the Great to an all-out alien invasion, 
Sid Meier’s Civilization II Scenarios delivers more worlds to 
conquer and more long nights! Jump right in at whatever 
point in time you choose! 


it your local retailer or call 24 hours: 1-800-695-GAME (U.S. and Canada). Available for Windows CD-ROM. 


All Rights Reserved. Sid Meier's Civiliza MicroPris de D www.mıcroprose.com 
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Road to Nowhere — Cindy Yans 
Boots of Re — Andy Backer 
Reviews 

Why do noodles come to mind when someone mentions Rama? 
Also: Phantasmagoria 2, Titanic, Harvester, Star Trek Borg, Leisure Suit 
Larry VII, The Music in Me, Ace Ventura: Pet Detective and The Sacred 
Mirror of Kofun 


The Hangar — Steve Wartofsky 
Air Combat Advisor — Ben Chiu 
Reviews 

Jetfighter III has a bit of trouble taking off. NASCAR Racing 2 doesn't have that 
problem at all. Plus the Silent Hunter Patrol Disk of your dreams. 

Flight Simulator for Windows 95 Tips — John Nolan 


Reviews X 
Something smells funky. Trophy Bass 2, The Art of Fly Fishing Excellent » Ж kk Ke T 
and You Don't Know Jacks Sports 
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2 Upfront — Steve Wartofsky NI ratings are assigned by the author of the artide. 
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Tomb Raider Death Rally Legends of Kesmai 
MechWarrior 2: Mercenaries Amok Over the Reich е 95. ^ X 

= . lace the CD disc in your CD-ROM drive. The disc will auto- 
Battleground: Antietam 3D Ultra Pinball: ZPC play. If it fails to do so, right click on your CD-ROM icon 
Ecstatica 2 Creep Night A Fork in the Tale (located in"My Computer") and select OPEN. Double-click 
NASCAR Racing 2 CyberGladiators Muzzle Velocity ЕО 
SkyNET Jetfighter III Microsoft Soccer Windows 3.1 

" I Place the CD i r CD-ROM drive and choose File, Run 

Crusader: No Regret Screamer 2 CRUSH! dom the Program MEOS: Tyee "DAINSTALL," where 0:15 
Krush, Kill ^N Destroy Power F1 the letter of your CD-ROM drive, and press ENTER. Follow 


the instructions on screen. After installation is complete, 


double-click the created icon to start. 
UM Still having problems? Send a description of the 


problem along with your system configuration to 


Back to Baghdad Tips — John Nolan Error 
Z Tips — Phil Thé have a defective CD-ROM, a replacement can be 
he exible Hulk Third Reich tips — Mark Mcintosh obtained by sending the original CD to: 
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Deadlock: Planetary Conquest Tips — Sam Baker Hancock, VT 05748 
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THEXERITICS-]UST LOVED THE SETTLERS 11! 
“Simply put, itis everything ^ “Eye-catchingly 


Serf City was, and much, unique... You don't 
much, more.”"Partof the. усп to miss this one.” 


game's appeal is simply 


visual: The game map is 
incredibly detailed... This y p 8 
isn't just a game, it’s a "A must for fons of the — zah р on 
world.” original and gamers who =” X (S ) 
like god sims." 5 A 
"Those seeking the ultimate z 5 p 
gome to build the empire 3 
of their dreams, will need 
to look no further.” "А substantial 
improvement on an 
already excellent gami 


dise m provide 

“Settlers || has a very many long, i 

addictive quality and isan оќ nr llis" das 

outstanding sequel..." ^ 


or more information about ^The Disc" and other Blue By 
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THE APOCALYPSE 
HAS BEGUN 


All seven seals, have been broken. Every evil that 4 
plagued the earth has become incarnate, disturbing the E: 


balancing force between good and evil, man and spirit. ae 


FRIGHTENINGLY DETAILED DID ENVIRONMENT WITH 
INTERACTIVE 99 AND PREDATORY DEMONS 


Not only have you. stumbled blindly into a nightmare, 
you've Set the stage for the Apocalypse. 

And now only опе can stop it. 

He who bears the mark. The chosen one. You. 


Presenting a terrifying.3D adventure unlike —— 
you've experienced before. Realms of the Haunting. 
The forces of darkness are gathering for’ the M 
showdown. `* 

WT WS" РИСАН 
00 INTERACTIVE OBJECTS INCLUDING 
AN 155 POSSIBLE INVENTORY ITEMS - 
APONS, AND MAGICAL OBJECTS. 


‘DEFINED CONTROLS ALLOW CUSTOMIZATION 
VENTURE AND COMBAT LEVELS. 


FULL MOTION VIDEO, COMPLEX AND INTELLIGENT 
PLOT BRANCHING AND MULTIPLE ENDINGS 


IISTICATED CHARACTER INTERACTION 
А REAL-TIME, етее 


нн Fite 


THE BATTLEGROUND BETWEEN ULTIMATE GOOD & EVIL. 


AVAILABLE FOR PC CD-ROM 


E GAMERS. FOR GAMERS. ™ 


©1996 Gremlin Interactive, Ltd. All "T reserved. Realms of the Haunting and Interplay are trademarks of Interplay Productions. All rights reserved. Interpla ay is the sole publisher and distributor. 
Licensed from and developed by Gremlin Interactive, Lid. All other trademarks are the property of their res pective owners. 


Great ideas, but... 


Wretched excess on the web (and everywhere else) 


5 I write this at the beginning of the busiest time of the year for software releases, first 

I have to say, thank you everyone for putting together one of the most exciting years 

in computer gaming ever; more good and great games have released in the past few 
weeks, even, than most veteran PC game players could have hoped for over the course of two 
years, not so long ago. It's definitely Good Times for this medium right now, no matter how 
much griping, nay-saying or annoying stuff is out there as well. 

Beyond that good news, though, there's still much happening which in the promotion 
sounds significantly more magnificent than it is in the execution. 

My most immediate peeve at the moment is the virtual self-destruction I'm seeing in the 
area of the on-line electronic publication. I won't mention any names, but the Internet maga- 
zines with the highest profiles right now seem to have gotten way ahead of themselves, ahead 
of the technology, and ahead of what I think most users would actually like to see. Far be it 
from me to argue against a wholly online publication; it would be an exciting, useful, up-to- 
the-minute medium if done right. But the "hottest" (at least according to their own advertis- 
ing) website Internet mags suffer from something much more profound than endless, wasteful 
load times; they almost all look like the aftermath of a tornado near a confetti factory. 

Not that this isn't occurring everywhere else on the Internet, too (and in the magazine 
industry; I bate the new look of Natural оғу!), but the problem seems to be most painful 
at games-related sites; it's as if the people developing all the buttons, tabs, Java scripts, con- 
trols, flashing lights, real-time audio and other doo-dads have ganged up and targeted online 
gaming magazines as the main display case for all their wares — and all at the same time. 

The net effect, other than the mysterious experience of watching your modem's RX light stay 
on almost continuously while nothing happens on-screen most of the time (assuming your 
modem’s external; if not, watch the modem icon on your task bar), is headache. Eyesore. It's just 
plain ugly. It's kind of like waking up in the nightmare space alien version of the corrupted town 
George finds in It's a Wonderful Life in his “what if I never lived” mode, with way more lights 
flashing, people screaming, things moving, stuff honking. Why are you doing this, people? If any- 
one wanted to convince someone not to use the Internet, this would be a good place to start. 

Think of it this way. What if, to read the magazine you're holding in your hands right now, 
you had to wait each time you turned the page for each ad to load (an average of 10-20 sec- 
onds at 28.8, let's just say for ballpark figures), with about ten ads per page, before you could 
start reading the text? What if, say, you could start reading right away, but your page kept 
moving, or shifting, or having images pop up all around and inside the text while you were 
trying to read? What if your page got broken up into six different “frames,” each one scrol- 
lable, and you started scrolling in one, pointed to some item of interest and then found your- 
self off in magazine spread la-la land, with your previous place in the magazine entirely lost 
until you hit six “back” buttons to get back to where you were? 

Maybe it’s an Attention Deficit Disorder Victim’s Dream Come True, but this way of putting 
together online publishing is a complete nightmare for the rest of us who can think for more 
than twelve seconds at a stretch. Here’s an old saying which used to be tired, but which has 
obviously been working out and dieting and getting back into shape recently: just because you 
can do something, doesn't mean you have to. Remember it — it's the Comeback Kid of the New 
Millenium. In the cybernet right now, we're in the near-21st century equivalent of the worst of 
Victorian Aesthetic Excess. The first online publishing website which cleaves to a Shaker 
Aesthetic instead gets my complete vote of confidence. 

Now be thankful you're holding a paper magazine in your hands, dear reader; in the time 
it's taken you to read this page, your neighbor next door just had the wonderful techno-expe- 
rience of watching three more Java scripts for ads load. I hope you found this mumble just a 
little more engaging. 

Along similar lines, in the Magnificent-in-Promotion-but-Where's-the-Beef? Category is the 
current rage some of our paper sisters have to claim "Exclusive!" this and "First Look!" that for 
almost everything they're doing (we've had to resort to this to remain competitive). It won't be 
too long until we see “Four Out of Five Doctors Recommend" on the cover of the next tele- 
phone-book sized computer gaming issue. I don't want to disenchant any fans of these maga- 
zines, in case they're reading this, but — in many cases it happened here first, like literally 
months ago. Anal retentives among you out there can riffle through back issues and verify this 
claim. And we haven't been groaning on about it, either; we just did it. 

Hey, everybody: get rid of the frass and get back down to work. You're getting too hys- 
terical. Peace. 


— Steve Wartofsky, Editor 
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“MDK promises 3-D 
technology so cool and 
action so...realistic that 
it will send everything 
else running for cover." 
- РС GAMER 


"There are too many in- 
novations...to list here." 
- COMPUTER PLAYER 


ARMOUR 


STRENGTH \ F 


ARMOUR, 


STRENGTH : 


RATING PENDING 


“ „futuristic 3-D action/ 
adventure that could set 
a new standard for PC 
Gaming.” 

-PC GAMES 


NLY 2.5 


“This highly anticipated 
title is certainly one of 
the slickest games we've 
seen...could be the ac- 
tion fest to rival Quake." 
-BOOT 


-ROM 
PC CD o Created by Shiny Entertainment, Inc. © 1996 Shiny Entertainment, Inc. MDK is a trademark of Shiny Entertainment, Inc. 
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Your planet is being bulldozed by the ton. Six 
massive mobile mining cities, controlled by a 
force that nobody can stop, are strip mining 
the Earth's surface, overrunning and crushing 
anything in its path. Unless you can stop them. 


BILLION PEOPLE WILL DIE. 


* Unbelievable 3-D graphics, adrenaline- weapons and equipment including: 
pumping gameplay and extremely fluid — A helmet-mounted sniper 
movement through a massive and wide rifle with vision goggles — 
open playing environment. target enemies from over 

* Over 60 arenas of play spread Kr, a two miles away. 
out over 6 mobile cities. T , m — A living polymer suit 

*Over 60 hours ofgame- |” euam, > má that protects from 


play. 

* A fully reactive program 
intelligence where ene- 
mies think, listen and 
communicate in a calcu- 
lated assault on your life. 

* An arsenal of innovative 


piercing projectiles. 

– A high-tech reusable 
parachute. 

— Bombs...decoys... 
homing sniper 
grenades... 
and many more. 


PLAVA, 


MC IT THINKS, THEREFORE IT KILLS. ra £ 
à hin COMING MARCH 1997 KA 
wal "m 611 Anton Blvd., Suite 500 


Windows '95 and DOS on one CD. Costa Mesa, CA 92626 
http://www.playmatestoys.com (714) 428-2100 


Che News 


1997 coming into focus 


New stuff on Mech Commander, Quest for Glory V and EarthSiege 3 


MICROPROSE HAS FINALLY released screen 


shots of its upcoming FASA-licensed game, | 


BattleTech: Mech Commander. In the game 
you'll control a unit, or "lance" of 


BattleMechs as you attempt to oust the forces 
of Jade Falcon Clan from your planet. 
Gameplay takes place in real-time (as with 
Command & Conquer), but should involve 
more long-term strategy as you attempt to 
manage build up your initially weak forces 
from battle to battle. 


Mech Commander: Command your Mechs from 
a different perspective 


EarthSiege 3 


Sierra’s 
A 


HENTITÉ iF You've BEEN 
enjoying Mission Force: CyberStorm 

and EarthSiege 2, you've probably 

been wondering whether Sierra/Dynamix 
will ever integrate the fun of each style of 
HERC combat into a single product. While 
the early news on this game makes no 
promises on offering total play in both first- 
person robot combat simulation and third- 
person tactical gaming modes (we wish), 
there is mention of including a CyberStorm - 
style mission generator for the next genera- 
tion of Earthsiege game. That means the top 
gets blown off the limits on the number and 
style of missions players will have available. 
The mission planner should thus be able to 


plans to set the battling 


generate an almost infinite variety of mis- | 


sions for play. 
The other two major areas for updating in 


3d 
| 


This mock-up shows a ‘bot getting wasted 


Rebellion: Coruscant,heart of the Empire, is 
well defended by the familiar Star Destroyers 


Lucas Arts has also released more shots up 
their upcoming Star Wars strategy game, 
Rebellion. The game will use the rich Star 
Wars universe-complete with characters, star 
systems, and, of course, weapons system-as a 
backdrop for the game. You'll take on the role 
of leader of either the Rebellion or the Empire 
as you struggle for control of the systems of 
the galaxy. These shots were not av 
time for our December cover story on the 
game. — Scott Udell 


able in 


robots genre on fire 


c EG 


These early rendered scenes illustrate the look 
that the graphic designers are aiming for 


this sequel will be the 3D graphics and the 
multi-player capability. Sierra plans complete 
3D hardware support for EarthSiege 3. In 
multi-player, up to 20 gamers should be able 
to battle things out from either the human or 
Cybrid perspective. 

New units for the next generation of HERC 
technology will include tank, aerospace and 
hovercraft fighters. You will fight them on 
land; you will fight them in the air; you will 
fight them at sea. Could be amazing. 

Finally, the crack Dynamix in-house team 
responsible for previous games in the 
Earthsiege universe will join up with such 


stellar talents as David Bischoff (episode | 


writer for Star Trek"), Tim Flaherty (of 
Batman Forever fame), and veteran 
Producers and Directors Ken Embery and 


Quest for Glory 
Dragon Fire 


So you still want to be a hero? 


РЕШИТЕ SIERRA ON-LINE, 
the king of knowing how many 
sequels to pump into the main- 
stream, announces that in Summer 1997 it 
plans to release the next Quest for Glory 
title. This will be the fifth title in the Quest 
for Glory series and will challenge players 
(again) to undertake a deadly, dirty, some- 
body’s-gotta-do-it job fraught with assas- 
sins, hydras, gargoyles and other familiar 
hero-busting villains. 

The setting is Silmaria - a land that des- 
perately needs a new leader since its old 
Patrician has died. You dole out campaign 
buttons and bumper stickers, make a few 
infomercials, but alas, it will take more than 
shoddy politics to prove that you are the 
hero for the job. Instead you'll find a way to 
enter the Hidden Grotto and find an entrance 
to the underground city. You'll use magic to 
reveal the hidden treasure of Poseidon. You'll 
find many who will need your help and will 
encounter old friends such as the Liontaur 
Paladin, Rakeesh and the weird and powerful 
Erasmus to help you on your way. 

Dragon Fire will be a real-time role play- 
ing adventure with combat in a 3-D 
scrolling world. Multiple difficulty levels, 
multiple character playability, and multi- 
player game support will enhance your 
next (but probably not final) quest to tack- 
le the hero-portrayal biz and come out on 
top. – Cindy Yans 


Will this series catch up with Leisure Suit 
Larry? Time will tell 


David Selle. This addition suggests a major 
expansion in the areas of background story 
and gameworld development. 

Keep your eyes out for more info and hot 
screenshots on this exciting new game as it 
moves closer to its currently planned 3" quar- 
ter 1997 release. - Steve Wartofsky 
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THE FLIGHT IS SIMULATED, 
THE ADVENTURE IS REAL. 


1-800-858-1322 vip Code SP — 4 


‘Comanche is a registered trademark of NovaLogic, Inc. Comanche 3, RAH-66, Voxell'Space, Voxell Space 2. NovaLogic and the 1 
NovaLogic logo are trademarks of NovaLogic, Inc. Copyright 1996 NovaLogic, Inc. 


Conquest Earth 


Attack of the gaseous morphing aliens of Jupiter! 


f- HEARKEN BACK TO 
© gs days of 1950s Saturday matinees 

and the sci-fi "B" movies of the time... 
remember how it was always the Martians 
attacking? Almost 40 years later we know the 
best chance for Martian life seems to be a 
microbe, and darned if it isn't hard for a 
microbe to hold a ray gun. Where, then, are we 
to go for an alien race bent on Earth's destruc- 
tion? For the upcoming game Conquest Earth, 
Eidos, who just delivered the superb Tomb 
Raider (see page 90) would have us turn our 


A structure gives under concentrated bom- 
bardment 


eyes toward Jupiter: it seems that the 
gas-filled society floating in Jupiter's 
upper atmosphere took the Galileo 
descent probe as an assault on their 
race, and have decided to do some- 
thing about those nasty solid crea- 
tures on the third planet. In true alien 
menace fashion, they plan to descend 
upon the Earth, killing off humanity 
and converting the atmosphere into a 
much more pleasant sulfur mixture. 
Gamers take 
on either side 
in this real-time 
strategy game. 


As humanity 
you'll attempt 
to stop the 


superior 
Jovians with 
your military 
forces and new 
weapons like 
air purifiers 
(and perhaps a 
Mac laptop 
with a virus?); 


Guarding your base against an 
assault 


BRIEFS... А metal cat of a different color? – SSI has confirmed that work has begun on Steel 
Panthers Ill. Instead of Gary Grigsby, however, a team in India will be doing the development. 


The only information available at press time was 


that the game will cover combat operations 


across an extended period (reportedly from World War | through the year 2000), and that it will 


Extreme Assault 


be based on a completely new engine. 


A guarded gantry gets its rocket off 


as the Jovians, you'll 
have to fight off the 
barbarian hordes and 
their nasty "hard"- 
ware with your "fluid, 
gaseous, morphing 
machines" all the 
while protecting your 
atmosphere genera- 
tors. Eidos claims the 
game "explores the 
arcade action element 
for instant game- 
play... with strategy 
undercurrents for 
depth, variety and 
longevity.” Current plans call for an increase 
to 16-bit (65,000) color, which means that, if 
nothing else, Conquest Earth should look 
smashing. - Scott Udell 


incoming alien 


Work has also started on War Wind I.. | 


TalonSoft shifts line-up – TalonSoft has informed us that instead of Prelude to Waterloo, — 
Napoleon in Russia (i.e. the battle of Borodino) will be the next of their Napoleonic titles. 


Prelude may still be released late next year, but 


perhaps as an add-on or in a Waterloo Deluxe 


It's what happens when you give a bunch of Germans a big helicopter 


CITE THOSE WACKY FOLKS 
К at Blue Byte just can't get enough of 
^. that 3D action. You have the superbly 
wet and wild Archimedean Dynasty getting 
rave reviews from gamers around the world. 
Now you have them coming out of their 
watery gravy with Extreme Assault, a modern, 
3D version of Choplifter, with rescuing and 
killing, all with breathtaking 3D graphics. 


This is not a rendered or accelerated shot 


The "plot" of the game puts the 
player in the cockpit of a heli- 
copter and tank as you try to rid 
the world of an alien race that 
plans to take over the Earth and 
use it for its own no-doubt evil 
purposes. You must rescue kid- 
napped scientists and destroy the 
aliens' atmospheric transforma- 
tion facilities. Weapons include 
lasers, missiles and the always 
fashionable smart bombs. 
Occasionally that chopper won't 
do, so it'll be up to you to pilot a 
good old tank to wipe out those 
pesky aliens. 

After spending some time with the game in 
London back in September, it clear that the 3D 
engine is superb, with 16-bit color (65,000 col- 
ors) and high-resolution graphics that run at a 
smooth frame rate. An assortment of graphic 
flourishes, like transparent smoke, should pro- 


Don't expect a sim with this one - it's a pure arcade shooter 


vide the 3D grognards plenty to talk about, 
while the rest of us will just think it looks really 
groovy when you fly through the various 
underground caves, icy crevices, tree-filled 
environments (yes, you can shoot them, and 
they catch on fire just like Magic Carpet) and 
past Incan cities. – Steve Bauman 
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Che News 


Mission to Nexus Prime 


Real-time strategy on a faraway planet 


D ИӘ WITH THEIR BLOODY 
adventure game Harvester barely 

out the door, developer DigiFX (for- 
merly Future Vision) is already gearing up 
for their next project, Mission to Nexus Prime, 
а real-time strategy game akin to Command 
& Conquer or Warcraft Il. While the storyline 
behind the game hasn't been revealed, 
DigiFX is trumpeting the fact that it is being 
written by Hugo Award winner Timothy 
Zahn (best known for his Star Wars novels). 
Gamers will take the side of either the UEH 
(United Ethos of Humanity) or the alien 
Rossh, in actions across four terrain types: 


One of the more powerful UEH units 


desert, arctic, tropical, and vol- 
canic. Unlike earlier games in the 
genre, the terrain in Nexus Prime 
will provide "a dynamically chang- 
ing environment," with lava erup- 
tions, quicksand, cracking ice, etc. 
DigiFX plan 25 unit types, 20 
installations, and 40 missions (20 
per side), arranged in a linear for- 
mat around Zahn's storyline. 
Missions may include searching 
ruins, seek and destroy 
activities, rescue activi- 
ties, and base and air 
defense. The company 
promises that they "have 
'tricked out' Nexus Prime 
like no other title," and 
while they won't go into 
details at this time, they 
say that"we focus 'heavi- 
ly’ on the real-time 
action side of the game." 
Elements include "trans- 


Note the waterfall, an example of the dynamic terrain 


A variety of mul- 
tiplayer options will 
be available, includ- 
ing Internet play 
and eight player 
gaming through 
DigiFX's free іп- 
house server sys- 
tem. Maps can dis- 
play in resolutions 
from 640x480 up to 
1280x1024, and a 


porter pads, secret 
agents/saboteurs, sur- 
rounding collateral damage,” etc. 


package. The future of Battleground: Middle East is now fuzzy; after an initial surge of interest, 
gamer response has turned luke-warm to the title... NeoStar sells assets — A month after 
announcing that they were going to sell of their assets, NeoStar, parent company of Software 
Etc. and Babbages, did just that, selling 447 stores and all of its inventory to Software 


Pacific Tide 


Acquisition Company LLC. That company is headed by Leonard Riggio, a director and stock 


A rendered Rosh warrior 


full mission editor 
(with a random genera- 
tor option) will be included. While Virgin will 
be publishing the game overseas, by early 
November no US publisher has been 
announced. DigiFX plans to release a demo 
in mid-Winter, with the final game due out 
early this Spring.— Scott Udell 


holder of NeoStar and a principal stockholder of Barnes & Noble, Inc, the nation’s largest book- 


Star Games sails alone in their strategic-level game of warfare 


B (€ PACIFIC TIDE, A 
massive strategic-level game of 
warfare in the Pacific theater during 
World War Il, will be self-published by devel- 
oper Star Games. Because of the break with 
Arsenal and the coincident loss of support 
funding, Star Games is following a slightly 
different tack with the game; plans now call 


for the release of Pacific Tide Limited Edition 


ite Tide”, 1 
Не Rise and Fall of the Ja 
1941—1945 


The artwork of Robert Carlin will be featured 


for the Mac (PC version 
following shortly) 
sometime in the first 
half of 1997 (priced 
around $35), followed 
later on by a Limited 
Edition version of the 
Scenario Editor for 
$15-$25. The Limited 
Edition will allow 
include the opera- 
tional model, but will 
only portray individual 
scenarios and "some short campaigns." The 
full Pacific campaign will have to await the 
Theater Edition. 

Despite these apparent limitations, the fea- 
tures Star Games is promising for the Limited 
Edition are extensive: full air operations 
(including land and carrier-based aircraft, 
float planes, night air ops, kamikaze and 
taiatari attacks, pilot fatigue, etc.), naval oper- 


Commence 


detail involved 


Fire Support 


y turns do you 
ardsent to Continue? 


A preliminary dialog shows the level of 


ations (up to 21 missions 
for task forces, amphibi- 
ous assaults, ASW, under- 
way replenishment, etc.), 


ish 


ground operations (28 
ground units, seven spe- 
cial warfare skills, etc.), 
and a very detailed- 
sounding leadership and 
command structure. The 
follow-on scenario editor 
will “come with a very 
large database of ships, 
aircraft, [ground units], leaders, geographical 
locations, and installations.” 

Currently, Star Games is not making any 
commitment to the release of the full Theater 
Edition due to "the vast amount of work the 
research requires to get it done right." Gamers 
will be able to order the various versions of 
Pacific Tide through Star Games' web site, 
www.pactide.com. – Scott Udell 
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engine landed in AD& 


game's most famous world, 
the FORGOTTEN REALMS’ 


it left in its wake the most 
revolutionary new RPG game to date. 


® 


R) 
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Е 

iB, 

Il the wizards and magicians in the Realms could never have predicted what happened that E 

Аны night in the dungeons of Undermountain. After all of their spells, conjuring,and B 
attempts to see the future, the future literally crashed down upon them. With deadly force. 

It left an indelible mark. It affected their vision. Their movement. Their way of 
life and death. It changed their history as well as their future. 

Introducing DESCENT TO UNDERMOUNTAIN", the most revolutionary new AD&D" 
FORGOTTEN REALMS action RPG game in centuries. Based on the hugely successful Descent 
engine, the dark inhabitants of Undermountain’s stone be 
now experience 3D vision and 360° movement. Perhaps | 
was the strange visitor from the future. Perhaps just the SR 


trauma. But mul tiple characters are now developing in the 
cracks and under the rocks of ancient caves. 

All of this, along with multiple player options has forever changed the face of the AD&D* FORGOTTEN REALMS world. 
What came down from the hereafter that fateful night, is certain to continue down into history. And down. And down. And down. 


© THE AWARD WINNING DESCENT” MEETS THE MOST FAMOUS AD&D WORLD, 
THE FORGOTTEN REALMS‘ 
| 4B FuLL 3D, 360° FIRST PERSON ACTION BASED ON THE HUGELY SUCCESSFUL 
DESCENT^ ENGINE 
© CHARACTER DEVELOPMENT IN OVER 20 DIFFERENT MAGIC-RIDDEN DUNGEON LEVELS 
© First AD&D* AcrioN RPG WITH UP TO 4 PLAYER MODEM/NETWORK OPTION 


BY GAMERS, FOR GAMERS. 


Command & Conquer; Red Alert is a trademark of Westwood Studios, Inc. Windows is a registered trademark of Microsoft Corporation. © 1995,1996 Westwood Studios, Inc. All rights reserved. 


THE EXPLOSIVE 

NEW STRRTEGY GRME 
FROM THE CREATORS 
OF MILLION-SELLER 
COMMAND & CONQUER 


Super VGA Graphics” intensify 
realism and excitement 


Multiplay features include Internet 
Head-to-Head* and 8 player IPX 


Fight over land, sea and air; 

Thirty new units and structures to 

æ - choose from including; MIGS, spies,’ 
2 destroyers, submarines and more 2 


Two CDs- one for you and one 
to lend to your favorite victim 


Create and trade battle maps with 
new terrain editor 


CORANA Three game difficulty settings 
= 
, CONQUEL Dozens of close-ups and action movies 
= Internet access tonight!* Play against 


competitors across the world with 
Westwood Chat** 


“Windows °95 version only 
Г S "Requires existing Internet access 


: Available now for _ 
Windows?95 & DOS CD-ROM 


westwood 


www.westwood.com 


he News 


History of the World 


Around the world in four millenia 


FTE AVALON HILL AND 
developer Colorado Computer 

Creations (the folks who brought us 
High Command) have been hard at work 
translating Avalon Hill's popular 
boardgame, History of the World. A turn- 
based game of growing civilizations, History 
of the World covers the huge swath of docu- 
mented human history, from the Sumerians 
up to the start of World War |. While there 
will be a computer opponent, multiplayer 
gaming (two to six players) - either "live or 


by e-mail" – will probably 
be the big draw with this 
game, and some of the 
features being talked 
about certainly seem to 
support it:a built-in e-mail 
interface which, if it works, 
will be almost as flexible 
as а real-time chat system; 
a playback feature which 
lets you play back step- 
by-s 


Krush 
Kill ‘n’ Destroy 


Real-time strategy in a post-apocalyptic world 


ҮТЕ kRusH KILL ^w 
DESTROY (KKND to its friends)...the 

title kind of says it all, doesn't it? A 

new strategy game, developed by Beam 
Software and being published by 
Electronic Arts in the US, KKND posits a 
world where survivors of some un-detailed 
apocalyptic conflict emerge from their 
“years underground” to find a world even 


Battling across a post-apocalyptic landscape 


d the Internet. This team is made up of people who worked on Tom 


even entire games 
up to the point the replay was saved, 
all at varying speeds. 

World conquest is the primary 
name of this game, as you move 
armies and fleets across the map of 
the Earth. Any organized army needs 
a civilization to support it, and History 
of the World will include cities, monu- 
ments, and royal advisors to help 
would-be world emperors on their 
way. Aside from your enemies, 
Mother Nature will be a potent force 
(especially to the Ancients), as she 
throws up disasters like famine, 


Army in Persian Plateau, Great One 


that you bud 


plague, and flood. Barring an "End to History" 
(or a production delay) the Windows-based 
History of the World should release early in 
1997. - Scott Udell 


There is a certain crispness to the images 
which are oddly appealing 


Clancy SSN, the recently released game. The first two games, due in 1997, will be a geopolitical 
strategy game and some sort of science fiction title. Terrifyingly enough, USA Today quoted an 
analyst who's obviously quite in-touch with the fans of Clancy and their gaming habits when he 


said, "His thrillers could make great 


worse off than before they 
entered their bunkers. They run 
head-on into the Mutes who, 
according to Beam, "are keen to 
introduce them to a new way of 
life. And a whole lot of grinning, 
evil death." 

There you have KKND in a nut- 
shell. The high-tech forces of the 
remnants of humanity will go 
head-to-head with the variegated 
(and very violent) hordes of 
Mutes, fighting across "an intri- 
cately detailed, post apocalyptic 
landscape, featuring the ruins of battle- 
scarred cities populated by ravenous mutant 
beasts" (hmmm, sounds like the CGS+ office 
after someone's brought in donuts). The 
demo included on this month's CD hints at a 
sci-fi/demonic theme reminiscent of Doom, 
and Beam promises "a black sense of humor" 
and “a gritty and realistic plot." 


Myst-ike simulation/strategy games.” ... 


This looks like some game... can't put my finger on it... 


Game play is similar (very similar? 
Extremely similar?) to that of Command & 
Conquer, although the graphics are SVGA and 
the user interface more streamlined, thereby 
revealing more of the map.Thirty single play- 
er missions are planned, as is network sup- 
port for up to six players.Electronic Arts plans 
on a Spring release. – Scott Udell 
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The invasion begins early '97 


^ . 

+ 

* 
9 * 
; The planet New Haven Was su posed to aet pnd J у 

ап idyllic, peaceful ne e fo Jonist from Old M ^ . 

But that was before the wars broke Y m. pases turned on one another.. 
and, before the aliens arrived.. 
Windows? 95 CD-ROM Game 

P.0. Box 13491 > Research Triangle Park * NC 27709 + www.imagicgames.com 
a ee ees Cee es € wb 1-829289 -2 372- $8 3/8 


Fallen Haven is a trademark of Interactive Magic, Inc. All other trademarks are the property of their respective owners. 


Power F1 


Eidos tries their hands at the Formula One circuit 


á WITH MICROPROSE'S 
` Grand Prix 2 burning up the charts 
~~ (well, in Europe, at least), it's not sur- 
prising to see a competitor. Power F1, from 
Eidos Interactive, looks to be an interesting 
competitor for Geoff Crammond's critically 
acclaimed racer, with less emphasis on hard- 
core realism and more on pure driving enter- 
tainment. In an early version of the game, it's 
already delivering quite a bit of the latter. 
That's not to say this is a little arcade racing 
game. On the contrary, developer Teque has 


given their baby a force model 
designed by a"qualified engineer." 
It takes into account the torque at 
each wheel, the grip of the track 
surface (with weather effects 
accurately modeled), fuel load and 
aerodynamics. 

The game will ship with the 17 
tracks and drivers from the 1995 
F1 season, so you won't be able to 
be Villeneuve (but you can be 
Damon Hill). The tracks are accu- 
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Yeeeehhaaaawwww... gettin’ airborne 


rate in layout, but Teque says 
some “artistic license” has 
been taken to make them 
more visually interesting. 

Multiplayer options 
include a split-screen mode 
for two (er, with the difficulty 
of getting two PC controllers 
to work, this is an odd 
choice) and the more con- 
ventional network апа 
modem play. This DOS- 
based game is already run- 
ning rock-steady in its alpha 
version under Windows 95, а 
good sign. 


Hacked off at Maxis - In what is either a major embarrassment or a brillaint bit of guerilla mar- 


keting, Maxis has shipped 50,000 tampered versions of Sim 


Copter. The versions of the game 


_ were allegedly hacked by now ex-Maxis employee Jacques Servin, who showed his opposition 
_ to the game's “heterosexism” by adding male “Sims” in swimsuits (or is that simsuits?) to the 


Historical Studies 
Group goes to war 


Not your everyday Ferrari 


TE] ven. Wenouincer FX) sauser 


With a feature-set matching the leaders in 
the field (Grand Prix 2, IndyCar Racing), 
superb visuals which are already speedy in 
high resolution, and a solid car model 
(which is still undergoing final tweaking), 
look for Power F1 to be a contender this 
spring. – Steve Bauman 


A McDonalds sign at Adelaide? Gimme an Arch 
Deluxe to go, with extra grease 


female pool of sims. The "controversy" occurs on any Friday the 13^ when those strapping 
males start to kiss other males in the game. Allegedly he was not only offended by the decid- 
edly heterosexual “simulationships” but also to what he perceived as the game's potrayal of 
female sims as “bimbos” (is that simbos?). No, we don't make this stuff ир... 


Boardgame publisher goes electronic with Sheriden in the Valley 


BOARDGAME PUBLISHER Historical Studies 
Group is working on a new regimental-scale 
series of games covering a wide range of Civil 
War conflicts. The first game in the series, 
Sheridan in the Valley: 
The Battles of the 
Opequon and Cedar 
Creek, should be out in 
boardgame format by 
Christmas, and the com- 
puter version sometime 
in the first quarter of 
97. Each game will 
cover two complete bat- 
tles (with multiple sce- 
narios and variants for 
each battle); other bat- 
tles being considered for 
coverage in future releases are Shiloh, The 
Wilderness, Savage Station, Seven Pines, 
Chickamauga, Murfreesburo, and, of course, 
Gettysburg (although it’s not clear if all of 


these would be ported to the computer). 
Instead of using traditional turn-based move- 
ment and combat the designer, Keith Poulter, 
is considering an initiative-based system, and 
the complex leadership 
so important to Civil 
War gaming will be 
recreated in detail. The 
computer version of 
Sheridan in the Valley 
will duplicate the 
boardgame in almost 
every detail: rules, 
maps, and unit artwork 
will all be identical; the 
only additions will be 
an AI opponent and 
modem play. HSG is 
planning on releasing the game for both Macs 
and PCs, and will be setting up a web page to 
act as a meeting place for potential combat- 
ants. — Scott Udell 


Redneck Rampage 
A southern-fried shooter 


P НАТ JUST IN: INTERPLAY IS 
teaming up with Xatrix Entertainment 
(of Cyberia fame) to produce Redneck 
Rampage, a bizarre 3D shooter utilizing the 
Build 3D engine. Using larger textures and a 
more advanced character Al, this violent jour- 
ney through trailer parks of the white and 
trashy should offend everyone. The sound- 
track will include tunes from Mojo Nixon, Beat 
Farmers and The Reverand Horton Heat. Look 
for more next month. – Steve Bauman 
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MINEOLA, NY—Lucky Long Islander 
Pat Hams has encountered plenty of 
killer dogs on his postal route over the 
years, but never any killer space 
aliens—until now! “I was just minding 
my own business, delivering Mrs. 
Panayatocopoulos’ mail when these 
space guys ask me if | want to go for a 
ride." Suddenly, Harris was transported 
to a bizarre bar full of creepy-crawly 
Space critters! Then the wacky E.T.'s 
made Harris enter the minds of space 
port bar patrons—including a man- 
sized worm thing—to retrieve clues that 
ultimately led space police to a 
shapeshifting serial killer! Sadly, after 
retuming from the minds of various 
insectlike aliens, Harris is left with a 
life-long legacy of flashbacks that 
cause him to eat maggots and simulate 
molting. But for Harris, it's a small 


price to pay for intergalactic glory! < 


aer: 


A 5Е6А5Ә ЕТ”) 


www.segasoft.com 


“| want to go back to Armpit VI. There, I'm an 
intergalactic hero. But here, I'm just another 
disgruntled mailman thats been abducted by 
aliens," reveals ЗЫ galaxy-trotter Harris. 


E па strange twist of fate, the mail Haris was supposed to 
deliver to Steve Meretzky—creator of “The Space Bar,” 
"The Hitchhiker's Guide to the Galaxy" and numerous 
other science fiction games—ended up in the 
"hands" of a wide-eyed resident of planet Armpit VI 


Just another CD-ROM game 


Developed by and - 01997 Sega: ahis reserved. Portons of The Space Bar1997 Rocket; Е Fora free Windows '95 demo where you're a psychic gumshoe detective 
Pre сат ее ае ое Porton ol T Goce Bar, DISET Homo cames Ie AN ratte света. S L . or to order The Space Bar trying to solve a murder by mind-melding 
Saanane of Rocket Sconce armes. Ke Goto, he Boke logo amd Ihe Space Ber arae Boo darme, ne. Wegen | direct, call 1.888.SegaSoft with drunken aliens. 


Che News 


This section of the magazine updates you on pre-release versions of software. In some cases, the games are considered “reviewable” by their 
producers; however, we feel they are in some way incomplete. We will be giving a full review on these products in coming months. 


Interactive Magic 

PREVIEWED BACK IN our September '96 
issue (No. 70), I-Magic's iM1-A2 has entered 
the internal beta stage at the time of this 
writing (mid-November). Most components 
are in the game and integrated, but designer 
Arnold Hendrick told us,“right now we're in 
the middle of optimizing the game for 
speed. ... There [are] a variety of small, little 
things not going right or working at all... 
We're close, but we're not there...” (an 


amusing current bug is that your tank will 
occasionally go airborne, flying along at 
speeds of 400+ kph-trying to catch up with 
iF-22, perhaps?). I-Magic and designers 
Charybdis have upped the graphics detail; in 
the beta we have, you can see 3D objects 
scattered about the terrain. Despite the little 
things left to clean up or assemble, though, 
the design seems pretty solid; I-Magic hopes 
to have it out before Christmas. – Scott Udell 


PLAYERS SITTING ON their hands and wallets 
until the arrival of Riven: Sequel to Myst might 
want to reconsider when Obsidian hits the 
shelves. An early look at this game has been 
far from disappointing. In fact, true potential 
abounds. You are Lilah, a research scientist 
who becomes engulfed in a search for her 
partner through five gorgeously rendered 
realms in an immense rock structure dubbed 
The Obsidian. Each realm is unusual in that it 


does not conform to the laws of physics as we 
know them.The haunting atmosphere, engag- 
ingly disorienting physical environment, 
seamless navigational transitions and clever 
puzzles all point to a stunningly riveting 
adventure. So, players of Lighthouse, Timelapse, 
Shivers, et. al. take notice. It appears as though 
some top-notch competition is jumping 
directly into the fray.- Cindy Yans 


Mobeus 


THIS NEWCOMERSS FIRST release is a third- 
person 3D shooter for Windows 95 that looks 
a bit like a more action-oriented Terra Nova, 
with a smidgeon of Tomb Raider thrown in for 
flavor. One thing which becomes apparent 
when playing the game is that the protago- 
nist lacks the personality of Tomb Raiders 
heroine Lara Croft, with less animation and a 


derivative look. However, theres more empha- 
sis on action, and the 3D environments move 
seamlessly from outdoor to indoor locations, 
without the usual “loading next level" pauses. 
While the technical skill of the 3D engine is 
obvious from screen shots, it comes at a price 
(it's clear why it's a hog - they render as far as 
the eye can see, with no fogging or pop-up). 
It's definitely one to watch for (check out the 
video on the CGCD). - Steve Bauman 


Eidos Interactive 
HE'S BIG, he's mean, and he's green. With an 
imminent release for the PlayStation, Eidos’ 
Hulk is a game which should feel right at 
home on that system. On the PC, it stands out 
as a single-minded pseudo-3D platform 
action game. Though not on par, technologi- 
cally speaking, with their Tomb Raider, The 


Accolade 


WHILE THE FINAL car models aren't quite in 
place, the latest Test Drive looks like dirty 
fun, with enough of a simulation-style car 
model to make this a competitor to Monster 
Truck Madness. The gameplay is typical of 
the genre; toss some popular SUVs (includ- 
ing a Jeep Wrangler, Land Rover Discovery 
and a trusty Chevy monster truck) around 
the usual assortment of muddy or snow- 
covered tracks, win races, tune your car, 


repeat as necessary. Mimicking WipeOut, 
Accolade has probably spent much money 
on the “hip alternative soundtrack™” by 
Gravity Kills (think nine inch nails crossed 
with A Flock of Seagulls — terrifying, but 
true). What their new-wavey, industrial-lite 
muzak has to do with off-roading is a mys- 
tery (how ‘bout some Waylon Jennings?), 
but it does add a little to the adrenaline 
factor. - Steve Bauman 


Hulk does feature one of the greenest charac- 
ters to ever grace the PC. Run around loca- 
tions, flip switches, break stuff, kill things. You 
shouldn't apologize for liking this sort of stuff; 
the game itself makes none for being a pure 
brainless action game. Check out the video 
on the CD-ROM for a preview. – Steve Bauman 
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Survival comes down to two things, the role of strategy. 
And the roll of the die. 


INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the 
broadsword has there been a more realistic way to experience the pace of 
battle. The new CD-ROM version of 's blockbuster hit, DRAGON 
DICE, takes you on a dangerously realistic journey into one of the most 
challenging and popular fantasy dice games ever. 

This animated DRAGON DICE adventure, begins in eons past, when 
the strength of the sword or the spell power of a sorcerer was the only 
difference between a glorious life, and a vicious, terrible death. 

You'll have to use all 128 of the games built-in computer dice to build 
your own dice armies, to scout enemies, and to avoid traps. Plus, each 
DRAGON DICE CD-ROM comes with a limited and collectible, TSR 
sanctioned DRAGON MASTER die. 

It's the most true-to-life dice battle of strategy you've ever encountered. But beware, because only the 
extremely talented, or the unbelievably lucky will survive. 


Ф Bosco ом TSR's BLOCKBUSTER STRATEGY HIT, DRAGON DICE. 
@ Customize ENDLESS ARMIES FROM EVERY DIE AVAILABLE FOR TSR'S ORIGINAL DRAGON Dice (att 128) 


i) SINGLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOU INTO THE RICH HISTORY AND 
STORYLINE OF AN ANCIENT AD&D” UNIVERSE 


@ BEAUTIFUL ARTWORK AND DICE -TO-CHARACTER ANIMATION BRING THE POPULAR DICE GAME TO LIFE, 
CREATING A RICH GAME PLAYING EXPERIENCE 


k out TSR’s DRAGON DICE game available nov 


ese tom ета of s A X. ADAD and the 


BY GAMERS. FOR GAMERS." 


Pardon me, is this 
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of Free Time™ 
BATTLEGROUND 6 


TalonSoft's award winning Battleground® series returns to the era 
of Napoleon and the titanic clash with General Kutuzov and his 
glorious Russian Army of the Czar at Borodino, September 7, 1812. 

Can you push the Old Guard forward and march on Moscow? 


www.talonsoft.com Available at fine Software retailers World Wide! 
© Copyright 1995,1996,1997 TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 (410) 933-9191 


Play 


ААА 


Medii: 


Experience all the grandeur and pageantry 
of thé Tall Ships era...then blow ‘em out 
of the water with a good stern rake! 


Wage war as one of 11 countries with over 2000 
ships of every rate, from Spain's massive 130 gun 
ship of the line to England's swift 10 gun cutters. 


Rise through the lowly ranks to Admiral with 
4 complete campaign games and 100+ historical 
Scenarios E conenng th the years of 1775 to 1820. 


Pit your captain skills against a salty computer 
opponent, or take on your best friends in 
Head to Head play via a modem. 


ROM 


COVER STORY 


n an era when many of the smaller, independent publishers 
l are either disappearing or are being sucked up into big soft- 
ware conglomerations, you'd hardly expect to see the appear- 
ance of a new company, focused on the hard-core gamer, but 
that's just what Interactive Magic is. Formed by computer game 
industry veteran J.W. "Wild Bill" Stealey and Robert Pickens in 
1994, I-Magic jumped into the gaming scene in a big way in 
1995 with the release of games like Apache and Capitalism. 
They've continued the trend in 1996 by signing a deal resulting 
in the release of Air Warrior II (the boxed version of the popular 
on-line game), by releasing the Apache follow-on Hind and 
their second in-house game, Destiny (a Civilization-style game 
which has had some teething pains), and by repackaging sever- 
al hard-core wargames (American Civil War and Harpoon Classic 
797). For the rest of '96 and on into '97, they will continue their 
two-fisted strategy of producing simulations (like iM1-A2 
Abrams and iF-22 ASF, sims for both the casual and the hard- 
core player) and strategy/war games (Fallen Haven, Semper Fi), 
and will move increasingly towards the world of on-line gaming 
(you hear "on-line" everywhere you go at I-Magic; it’s so 
important that "3D Internet" has been added above the phrase 
"Strategy & Simulation Gaming" on I-Magic business cards). 

In the midst of a busy production schedule, I-Magic invited 
CGS-- down to look at several of their newest titles and to meet 
with some of their development and production teams (the staff 
has just about doubled in ‘96 to some eighty people, with plans 

to add many more over the coming year). 
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HURRICANE 


"Wild Bill" Stealey's cempany takes the industry by storm 


FIRSI FLIGHT 


l-Magic readies their first in-house simulation 


I-Magic's next-generation F-22 simulation, iF-22 ASF (Air Superiority 
Fighter), is certainly the first – and may well prove to be the best — 
full-scale, comprehensive combat sim to be based on the upcoming 
real-world air superiority fighter. While enough has been included to 
make the software easy to get into even for casual players, the goal 
for this project - the first flight simulation designed in-house at |- 
Magic - has been to give enthusiasts cutting edge technology for 
simulation in all the areas it matters most: instrument representation 
and control, flight modeling (of course), realistic 3D terrain derived 
painstakingly from real-world satellite data, complete 3D air and 
ground target modeling, and - most importantly of all - a tightly 
integrated dynamic campaign and mission engine, designed to gen- 
erate realistic missions for all the F-22's possible mission profiles. 

Beyond fulfilling such core expectations, the simulation also offers 
comprehensive multi-player support, which means not only the nec- 
essary network and modem capability built in, but extensive com- 
munications features (available both in single- and multi-player 
modes) designed to make multi-player simulation an integrated, co- 
ordinated real-time experience, with full, realistic communication 
among allied players. 

Let's talk about the communications first, since the plans here are a 
major first for the genre. For starters, four separate and distinct com- 
munications modes are provided – UHF, IFDL, Guard and Chat – each 
of which serves a distinct purpose during multi-player (as well as sin- 
gle-player against the computer) sessions. UHF provides options for 
direct communication on specific frequencies with other allied play- 
ers. Both pre-scripted and custom (text) messages can be sent this 
way (only pre-scripted messages will be understood by the computer 
units, of course). IFDL (In-Flight Data Link) is a means of passing tar- 
geting and detection information back and forth between 
players, so use of active sensoring can be kept to 
amini- 
mum 
during a 


mission. Guard communications involves sending messages broad- 
cast to all friendlies, and functions primarily for emergency purpos- 
es. Finally, the Chat mode is what it has traditionally been - a means 
for passing chat messages back and forth between players in-game. 

Whether in single or multi-player mode, the advantages of having 
this sophisticated a communications system are legion.The "you against 
the world" tendency of most sims is now dissolved entirely (even in solo 
play), since your success or failure is dependent on your ability to stay 
coordinated with others on your team.The ability in multi-player to 
work with other units, to stay stay stealthy, to exchange target info both 
passively and actively is all enhanced with these systems. 

Network play is built into the simulation from the ground up; 
while we were looking at an early pre-alpha, it was already clear that 
much of the network action had already been implemented. Players 
can rest assured that network multi-player is not something tacked 
on at the end in this project. Many of the features of the simulation, 
in fact, are tailored to the needs of multi-player. This raised the ques- 
tion of whether that means less time spent on the Al for solo player. 
Over a lunch of Chinese food (which co-producer Joe Rutledge 
apparently hates), it was suggested that to the contrary, if the 
dynamic campaign engine has to cope with the presence of a num- 
ber of human players – and take over any player air- 
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The MFDs in the F-22 cockpit are colorful, next-generation designs, 
which give the pilot dramatically improved situational awareness 


craft vacated suddenly (either accidentally or intentionally) - it has 
to be all the more versatile and “intelligent” to perform effectively 
during gameplay. Sounds right. 

Another major component in the simulation is the work being 
done on the instrumentation for the MFDs (there are four in the F- 
22). The real F-22's instrumentation is significantly more automated 


iding herd on I-Magic is Chairman of the Board, “Wild Bill” Stealey. Best 

known as one of the original founders (and chairman and CEO) of 
MicroProse, Stealey has been in the industry since 1982. He took time during 
our visit to answer questions and to share with us his views on the direction of 
Interactive Magic and on a variety of computer gaming topics. 

It is obvious that Wild Bill has varied and extensive plans to move |-Magic 
further into the on-line gaming market, while remaining focused on I-Magic's 
traditional areas of simulation and strategy gaming (or some merger of the 
two). For example, he says the company has been in discussion with several 
on-line developers, and that one has come up with a Doom engine. ". . .and | 
said, well okay, everybody plays Doom-big deal; Doom is just a death match. 
But give me Doom with Air Warrior characteristics and 


I'll play it. ... | want [it] to be infantry tactics. ... 
Give me one that's got real objectives, sort of like M-T 
Tank Platoon. ... Let's make the death bad enough 
that we can send you back all the way to the begin- 
ning. ... | want death to have a little more impact on 
. wouldn't mind doing [a first-person Doom- 
like game] if you could really get the DSVD and the 
team platoon-level tactics... .. I'm pretty excited about 
doing this, but | told them | don't want eight players; 


you . 


if it's not 150 I'm not interested." 


С65+: What do you think of the 
idea of the “virtual battlefield” 
wherein a gamer, say, in a tank 
could call in air support and have 
it provided by a human pilot? 


Wild Bill: That's been my dream 
for some ..time, and the Air 
Warrior guys give me a little bit 
of that and I’ve been pushing my 
guys in [development], but one 
ofthe problems with that cur- 
rently (but changing rapidly) is 
modern weapons systems, with 
all their guided missiles and all 
that kind of stuff... things hap- 
pen faster and they'll need a lot 
more data passing back and 
forth between players [than in 
Air Warrior]... it takes wider 
bandwidth and faster updates to 
do [missiles, etc.] right....And | 
think you will see that. 


CGS+: With a simulation, how do 
you know that you've got the nec- 
essary 8096 of realism to give the 
players a feel for reality without 
completely burdening them 
down or overextending software 
and hardware requirements? 


Wild Bill: If / play it and feel 
good about it, we've got it... it's 
because l'm not a real hard-core 
gamer, am a fun gamer....| 
have to remind the guys in the 
back [in development] that this 
is a sim.... They think about the 
hard way of implementing it, .. . 
and | say,"Okay, time out"; it's 
magic, all we have to do is get 


about 8096 of it and it makes 
people feel they've got it.... | 
know in general what [an air- 
craft] feels like and in general 
how to respond to it.... On the 
other hand, in earlier combat 
sims planes felt like ...they all 
had an Atlas booster hooked to 
'em... you'd point'em up [and] 
they went zoom, straight up. We 
were guilty of that in the old 
days and a lot of people were; 
still are... 

I felt in the old days some- 
times you needed a Ph.D. in 
Fighter Pilot to play one of my 
games, so | believe we should 
have four levels: we should have 
what we call the “Bob” level [for 
those who just want to blow 
stuff up]... and then we've got 
the Lieutenant level... you don't 
get killed real quick, you go 
around and get some points... 
it's kind of fun, nothing tough, it 
may not be a real flight 
model....then you've got the 
Major Bill level: Major Bill wants 
to show how cool he is, under- 
stands a little bit about flight 
dynamics, he wants of course to 
take all the weapons in the 
world... he doesn't want to be 
bothered with all that real stuff, 
just kind of, you know? He's the 
level where you can really get 
points, you can play for a long 
time, feel good about yourself... 
you don't have to know about 
drag co-efficients and all that 
kind of stuff. And then you've 
got the hard-core, techno-wee- 
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nie... level. But on easy level, 
you can't make it too easy, 
there's no way. 

I'm trying to make my guys 
do the [hard-core] military end 
[in our games first] and move 
back....On iF-22 ASF ... we 
may fall a little bit on the side 
of being a little bit too techno- 
pure, and that'll be all right 
and it'll be my job as we get to 
the beta stage... [to add to 
playability]. 


CGS+: Many recent sims have 
moved away from dynamic mis- 
sion generation into scripted, pre- 
set missions which are the same 
each time you play them. Why do 
you think this is, and what is your 
approach to the issue? 


Wild Bill: What it is, is they've 
only done so much graphics, 
and they have to make sure 
you're in the place they want 
you to be graphically. ... We'll 
get better at it. ... | intend to 
run the war like...you remem- 
ber Red Storm Rising? Where the 
FEBA [Forward Edge of Battle 
Area] went back and forth? | 
loved it, and | want to do that 
again where the FEBA goes 
back and forth based on your 
inputs to the mission [as well as] 
random factors... you can have 
the best mission in the world... 
and the rest of the world can go 
to hell in a hand basket and I 
don't care. Arnold [Hendrick] 
and the guys back there [in 
development] know that my 
issue is, | want to play real world, 
| want real world generation, | 
want real world disasters to 
happen, and | want my efforts 
to have some change probabili- 
ty-a little bit-one way or the 
other; but not absolute control, 
and let's see how we о....1 
think that with iF22 ASF they've 
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done a nice job of it... they've 
tried to do that a little bit with 
the tank game right now, and 


it's a demand that we get better 


and better, because | agree with 
you;l don't want weapons in 


the same place, | don't want bad 


guys in the same place, don't 
want to learn squat about this 
(їе. learn the fixed layouts]. 


When we asked Bill about the 
reign of graphics in the court of 
developer priorities and why that's 
been such a pervasive tendency in 
the industry, he said that it’s 
because graphics sell, but that in 
the end, no one can run the games 
in their highest graphics modes: 
“We've been going through this 
transition period for ten years 
where we can always write better 
software than the hardware can 
run. | don't think that will ever 
end, and it will continue to be a 


battle of how much we take care of 


what we know is going to be out 
there in twelve months when this 
game actually ships..." The 
motto at Interactive Magic is, 

^... We make good games first, we 
make graphics second.” 


CGS+: What do you think about 
the merging of strategy and sim- 
ulation, or of strategy aspects 
within simulation games? 


Wild Bill: | tell the guys that we 
want to do sims and also do 
strategy games. | don't want to 
just go out there and blast 


everything and blow it ир; like 


doing that and it's easiest to 
show the reviewers...., but | 
really think you've got the 


exact right combination: it's got 


to be something that gives me 
а little bit of action and a 
whole lot of strategy. ж 


than it has been in previous aircraft, and while this is reflected in the 
simulation, it doesn't mean the kind of over-simplification we've 
seen so far in attempts to model this aircraft. The radar, for instance, 
provides automatic control over range and azimuth so the pilot 
doesn't have to fiddle to get the optimal radar cone for stealthy 
detection of opponents, but the simulation also provides fine filter- 
ing control over the types of targets detected, a major improvement 
for situational awareness during combat. No less than twelve pre- 
defined MFD modes are implemented in-software (four each for 
Combat, Status and Navigation), and four more user-defined modes 
can be created and then called up quickly during flight. This may 
sound complicated, but in fact the ability to switch quickly between 
pre-defined modes means management of what you see on the four 
MFDs can be customized to your immediate in-flight situation, with- 
out excessive fiddling. 

The simulation makes excellent use of the fact that the real F-22 
will come with full-color MFDs; targets (friendly and opponent) are 
color-coded for quick comprehension, and friendly/enemy aircraft 
speed and direction are designated efficiently as well. You create 
your own current target and shoot list, and the radar modes give you 
a quick bird’s-eye-view of your priorities; but, more importantly, you 
even have visual access to your wingmans shoot-list as well, again, 
giving this simulation a serious edge in the area of coordinated team 
tactics during a mission. 

Most excellent in the small-but-important-detail arena is the fact 
that, for the first time in a PC-based simulation, you can control your 
MFDs the way they do in the real world, using the array of buttons 
encircling each MFD. If you want to fine-tune each of your displays 
this way, you're more than welcome to it. 

The HUD provided is as sophisticated as they come, with 
Navigation, Combat and ILS modes, each replete with all the fea- 
tures players would expect in a sophisticated, 21st-century air supe- 
riority fighter. 

In Navigation mode, one neat feature is that time to waypoint as 
well as the difference between actual and scheduled time to target 
is displayed, giving this sim the kind of precision mission execution 
also possible with the company's Apache and Hind simulations. In 
Combat mode, the HUD gives you an azimuth steering cue for 
ground attacks, something surprisingly missing from some recent 
simulations. Finally, in ILS mode, the usual glide path indicators are 
supplemented with information giving you optimal altitude and ver- 
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: Full 3D contouring means you can use low-level flight to increase 
your stealthiness, further masking your plane from radar detection 


tical velocity for any point along the glide path, which should make 


landing the F-22 as much fun as every other part of a mission. 
While the F-22 does not have a built-in laser designator, either for 
the HUD or MFDs, it can still use laser-controlled munitions - some- 
one else has to be doing the lasing. Laser weapons are provided, and 

a simple system is in place for the player to use communica- 

tions to designate targets for 


JUDGE 
EXECUTION 


Had enough of passive 


foreign policies and economic sanctions? 
Good, because 


we have an alternate 


solution. Try sending 


a 33-ton Killing 
machine win 


X laser-guided missiles to buzz into their living 


rooms at 1300mph and personally 
blow them to kingdom come. 


Now that's politics. 


^.the holy grail of military 


flight simulation." 
- Computer Player 
Over 3.5 million square miles of real-world terrain, - i 
more than double any other combat simulator раї magical balance of 
realism and playability." 


Fly over 90 death-defying missions in 21st century - PC Gamer 
4 F-22N Lightning Il and the F/A-18 Hornet 


“Impressive, breathtaking. Е, 
- Computer Gaming World 


Hi-tech arsenal includes Sidewinders, AMRAAMs, 
А and laser-guided Maverick missiles 
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itized voices and sound effects, 
PMormance engine ever created 


EST JUST GOT BETTER. 
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Engineering and Manufacturing Development Cost (est.): $11 billion 
Initial production (scheduled): late 1998 


Mission: air dominance fighter with air-surface capability 
Developed by: Boeing & Lockheed Martin 
Features: First look/first kill capability — improved sensors, weapons to give pilot ability to 


Engines: 
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attack and either have them lased or hand them off. 

The internal and external views systems will be extensive; the play- 
er will be able to shift 45 degrees at a time around the cockpit, as well 
as snap to one of five specific views if needed. Padlocking of the 
opponent can be turned on or off, and all of the external views can be 
zoomed or rotated. 

The campaign and mission 
areas for iF-22 ASF total about 
250,000 square miles, approxi- 
mately 80,000 square miles for 
each of the three theatres 
(Persian Gulf, Bosnia and 
Ukraine; "one a past hot spot, 
one a present hot spot, and one 
a future hot spot," as Joe 
Rutledge put it). The 3D data for 
these theatres has been pulled in 
off of official satellite photogra- 
phy and painstakingly re-creat- 
ed by hand, so that if there's a 
building, city, road or wheat field 
in that part of the world in reality, 
you'll find it in the simulation. Multiple 
levels of terrain graphics resolution are provided, so that you'll get a 
real sense of appropriate distance from the ground as you climb or 
dive (the in-process graphics so far look most photo-realistic from 
approximately 20,000 feet altitude; most sims optimize terrain 
appearance for a particular altitude and look more or less detailed 
above and below that altitude. The team felt this is the right middle 
point for the F-22’s flight and mission profile). Haze, horizon gradi- 
ent, clouds, and fog will all be included as well. 

The theatres have been chosen for terrain variety, but also to give 
the player distinctly different combat situations to work with. 
Different generations of weapons technology will be present in each 
theatre, and different levels of air and ground military capacity, pro- 
viding a wide variety of challenge and practice for both novice and 
experienced players. 

Now to the dynamic campaign engine. As we've commented on 
before, this is an area of great challenge for simulation designers; |- 
Magic is taking it head-on. Both single missions and campaigns will 
be generated dynamically, which means you'll never have the same 
situation twice. Lots of attention is being paid to 
the Al here, so 
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detect, target and fire all prior to being detected 


Reduced observables, supercruise — combines stealth with speed 
(no need for afterburner) 


Air-Surface — carries up to two 1,0001. Joint Direct Attack Munitions (JDAMs); 
precision ground attack without use of radar 


Two Pratt & Whitney F119-PW-100s, featuring two-dimensional thrust vectoring, 


high thrust-weight ratio, integrated flight propulsion controls 
Fuselage: 19 feet long, 12 feet wide 
Wings: 16 feet (side of body), 18 feet (leading 


edge) 


"x." 


that both air and ground allies and opponents will function plausi- 

bly, and so that the player's own role in the overall campaign will be 

scaled properly. Most interestingly, while the player's individual suc- 

cesses or failures will have a general effect on the progress of the 

complete campaign, how exactly the player's actions will affect the 
FEBA in campaign mode won't always 
be directly calculable.There may be 
occasions where a player flies a com- 
pletely successful mission at one area 

of the front, while the campaign 

engine generates a breakdown at a 

different area. The front lines of the 

campaign will thus prove dynamic 
along with the placement of friendly 
and enemy forces; it won't simply be 
a matter of pushing the FEBA back or 
having it pushed back. 

In single mission mode, the player 
will ultimately be able to select the 
type of mission s/hed like to fly, but it 

will be up to the engine to generate 
the actual missions. Currently, the mis- 
Sion generator is planned to generate a 

set of missions at a time, so you'll have 
some choice from that set of the mission type you'd like to fly. 
Generated missions can apparently be saved for future use as cus- 
tom missions, either in single or multi-player mode, so that if you like 
what was generated, you can re-use it later on. All conditions for the 
mission — time of day, weather, location, forces available and 
opposed, level of intelligence - are dynamic, so you'll have to study 
mission briefings carefully to understand exactly what you'll be deal- 
ing with. The designers are using the metaphor of the PDA (Personal 
Data Assistant) to construct this part of the interface, and it proves 
simple, plausible and intuitive. 

All told, there's not a single area in air combat design this project 
has left out; the design team is extensive, and has professional experi- 
ence with everything from cutting-edge 3D graphics design to real- 
world military simulation. We feel confident that when all the pieces 
come together, iF-22 ASF will prove to be one of the major simulations 
of 1997. Given the expected competition, that's no 
mean feat. -5.W. 
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* 48 fully animated characters 


* 60 stunning, high resolution locations 
* 4 massive, non linear, inter-linked worlds 


* Animated by an ex-Disney artist 


“A journey of a lifetime awaits you in this 
marvelous adventure. The world of Fable 
combines stunning animations with 
progressive puzzles, curious characters 
and outlandish events, all topped off with 
a twisted sense of humor." 


“A game to rival the Lucas Art's Adventures.” 
LEE BRowN, CD-ROM MAGAZINE 


“Reminiscent of the King's Quest series.” 
MARK ULYATT, РС POWER PLAY 


For Windows 95 and DOS 


To order, visit your retailer, L. 
or call: (800) 447-1230. ©Copyright DOS 
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Studios 
udios Lt 


SIRSC REVIEWS 


PCPOWER 94% 
CD-ROM Games 90% 
CD-ROM Magazine 

ak kay 


CIAL Tel: (315) 393-6633 Fax: (315) 393-1525 У 


uU SA E-mail: webmaster@sir-tech.com 
BOBSLED www.sir-tech.com 


COMING 
SOON 


TER 
TAN Wi: taste $ q 


uild an empire, overrun а continent, crush your oppo- 
nents, and take the throne. Heroes of Might and Magic II: 
The Succession Wars picks up where the popular original 
Heroes of Might and Magic left off. Except now you have all new 
and enhanced tools to assist TUM in your quest to expand your empire and assert 
dominion over the land. Heroes of Might 

and Magic II: It’s time to learn how to 
be a hero...all over again. 


Strategic combat is enhanced by dozens of new spell type: ps 
Hypnotize, Berserk, Holy Shout, Mass Curse, and tons more Р 
* 


Innovative combat options include dynamic info 
bar for comparing troop stats on the fly and view 
grid function enabling pinpoint unit movement h 


_ АН new and improved artwork for creatures, 
terrain, backgrounds— everything! 


Strengthen castle defense by 
Эшони turrets and building moats 


clearly one of the best strategy 
year, for that matter." 


— PC Gamer 


Computer Player 


4 New Campaigns 
Containing 

24 Scenarios 
Over 20 Stand- 
Alone Scenarios 
New Map Items 
And Artifacts 


New World Computing, Studio 300, the New World Computing and 300 logos, and Heroes of Might and Magic 
are trademarks and/or registere idemarks of the 300 Company. ©1996 The 300 Company. All rights reserved. 
All other trademarks belong to respective holders. New World Computing is a division of The 300 Company. 
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THE GREAT BATTLES OF ALEXANDER 


One last preview of this game of ancient warfare 


The Great Battles of Alexander, the computer version of GMT Games’ 
board wargame, has had a bit of a tortured history. Over two years 
ago Erudite Software started development on the computerized ver- 
sion, little realizing the path the game would take. While originally 
intended for independent publication, Erudite eventually signed on 
with SSI but, for reasons unannounced, it was eventually dropped 
from 5515 production roster. 
Finally, though, it's found a 
home with Interactive Magic. 
While we revisited the game 
briefly last month, our trip 
down to I-Magic gave us the 
chance to talk with some of 
the folks intimately involved 
in the production of this 
ancients wargame: Paul 
Potera, Producer-External 
Development for |-Magic; 
Brian Tate (Project Manager 
on Fallen Haven but also 
involved with Alexander); and 
Craig Taylor, Game Designer. 
They brought us up to speed 
on the features of this fasci- 
nating looking title, 

which is (finally!) due to 

ship in early '97. 

Alexander traces the military career of the most famous of 
Macedonian generals, starting with the battle of Chaeronea 
(Greece)-where a teen-age Alexander fought alongside his nearly-as- 
famous father, Philip ll-on through nine other battles, culminating in 
the battle of Hydaspes (India), where Alexander encountered "the 
powerful rajah Porus and his elephant corps." 

While a turn-based game, Alexander doesn't follow the typical “I 
move/fight everything, you move/fight everything" formula. 
Instead, as Craig explains,"... what you have is... a number of units 
attached to each general [and] a number of generals on each side, 
and the sequence changes every turn.... You'll have a different 
general come up: you might have two Macedonian generals in a 
row and then one enemy general or you might have two or three of 
the enemy generals in 
a row... it might go 
back and 
forth. You 
never 
know the 
exact order 
things are 
going to 
happen in 
the 
game." In 
multiplayer t zs = 
games the 
players can 
each take 
command of 
a single general and his troops or control more than one general. 
When playing solitaire at the highest level of gameplay, you will only 
play the role of a single commander (Alexander or his equivalent 
enemy); before the battle you'll be able to issue orders like "defend 
for five turns and then attack, or attack immediately..."to your sub- 
commanders, but once the battle is joined you will only command 
the troops under you while the AI controls the other generals and 


The battles chosen show off quite a variety of terrai 


Г Multiple тар windows—each at a different тоот level and cover- 
ing a different part of ће battlefield-can be opened at one time 


their units. 

For anyone who saw the Design Notes CGS+ ran on the game 
over two years ago, the obvious question is "What's changed? What's 
been added in two years?" When we posed this question to the l- 
Magic Alexander team, Craig responded:" We've got a lot more ani- 
mation... we've got in the sound effects... a lot of new features in 

there. One thing you can do 
now [is that] if a unit is 
[about to] take it in the 
flank there's a check-and 
the better the unit the 
higher the chances of 
[passing] the check-that 
it will turn to face you as 
opposed to taking it in 
the flank." Obviously, 
graphics and sound are 
an important part of the 
game; says Craig:"l like 
to tell people that... 
most games of [this] 
sort that you see now 

look like they pasted a 

few figures to the top 
of a counter and it moves 
around, whereas ours looks 
like a miniature game where the little guys march up and bash each 
other over the head." 

With all of this talk of graphics and animation, hard-core 
wargamers may be fearing another one of those poor miniatures 
adaptations we've seen in the past; such fears, however, look to be 
groundless as Erudite and |-Magic are working to ensure plenty of 
historical detail and 


accuracy lies behind the pretty face. Unit types like 
hypaspists, peltasts, cardaces, slingers, and even ele- 
phants are only a handful of those that are in the game. 
Zones of control, missile attacks, leadership initiative rat- 
ings, and even elephants gone amok are all included 
(they've even remembered the detail of horses being 
very adverse to the presence of elephants). Battles are 
designed for generally speedy play; no 50 hour 
marathons (pun intended). Even with all the animation 
turned on, the longest battle should take no more than three hours; 
welcome news for those who'll be playing the game multi-player. 

As a high-school history book only scratches the surface of ancient 
history, this preview has only discussed the most basic of features in the 
game. Computer wargamers of all types-beginning to advanced-hun- 
gry for something from this classic period of military history should get 
quite a feast with The Great Battles of Alexander. —S.U. 
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FALLEN HAVEN 
A war-torn colony world faces alien assault 


A turn-based game of combat on a distant colonial planet, Fallen 
Haven is a bit of a surprise to the gaming world (and to l-Magic as 
well). Developed by MICOMEQ of Canada, this almost-completed 
game was recently signed by l-Magic, with plans for release early in 
‘97. The back story has a colonial planet on the brink of general war 
suddenly set upon by an alien force out 
for blood. You take control of either 
the rogue human province of Haven 
or the alien Taurans, battling your 
way across the hostile “neutral” 
human provinces to clash with your 
primary rival. 

At a strategic level, you will need 
to coordinate money, material, and 
energy production; focus your scientif- 
ic efforts into different areas of 
research; set unit production; and 
build up your provincial cities with a 
mind for both defense and mining. You 
are also able to freely place your 
units-with no concern for time or 
movement points-for defensive purposes, 
or to load them into drop ships and send them off to invade neigh- 
boring territories. A strategic level map gives you an overview of the 
world of New Haven. Says I-Magic's Paul Potera,"as you move into 
each province there are certain things you have to overcome." 
Radar/scanners will help you peek into other lands to determine 
their tech levels and examine their defenses; planning your invasion 
forces to match what a province holds is critical to success."There 
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are also certain special missions. On any of the given colony maps 
there are a number of missions where you have objectives other 
than just to destroy the entire enemy... you might have to capture a 
particular unit or building, and you get some special reward... you 
might get money, you might get research points, [or] a new type of 
unit." 

The tactical mode is rather reminiscent of X-Com, with unit mixes 
akin to those in Command & Conquer. You move your various troops 
and vehicles against the enemy forces and buildings, watching out 
for such nasty things as defensive laser towers. Every unit is given a 

set amount of action points per turn 
that can be expended on movement 
and the firing of light and heavy 
weapons; action points left over at the 
end of a turn can be used for 
defensive fire during the enemy's 
phase. A wise commander builds 
his or her cities with defenses in 
mind, keeping any potential landing 
zones far away from critical (and 
fragile) facilities; of course, a wise 
offensive commander will try to 
open doors for his or her drop ships 
through the judicious use of tactical 
nuclear missiles. 

Fallen Haven is a single player 
game (a possible sequel would add 
multi-player capabilities) with two campaigns playable from either 
side:the easier campaign gives each side a single province at oppo- 
site sides of the map, with neutral but fully armed human provinces 
in-between; the tougher campaign starts the gamer out with just one 
province, facing an enemy force in possession of the rest of the conti- 
nent (no, it's not as hard as it sounds; that enemy was much weak- 
ened by its march across the planet, so the early going won't be too 
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tough). The campaigns start out identical- 
ly;the developers feel strongly that the 
player shouldn't have to attempt a new 
campaign from a completely different per- 
spective when they already have to deal 
with totally new units. And the units cer- 
tainly are different-unlike Warcraft // these 
differences are noticeable; human forces 
have “fast units, average firepower, good 
weapon ranges, [and] low armor for units 
and buildings” whereas Tauran forces have 
“slower units, 
high firepow- 
er, shorter 
weapon 
ranges, 
[and] 
good 
armor 
for units 
and buildings." There are 

a variety of weapons types, including 
indirect weapons from low level squad 
light weapons on up to the dreaded 
artillery. 

For a title that's just going to sneak 
onto the gaming scene, Fallen Haven-even 
in its beta form-is a surprising game. While 
it's too early to tell for certain, it should be 
one of those little titles that grabs the 
limelight with its easy-to-approach game- 
play. Sure, it uses elements from other 
games... sure, it's not very deep or com- 
plex... Even so, it’s (gasp!) fun. -S.U. 


un gunship 


A slew of new surprises from I-Magic 


n addition to the products discussed here, the folks at |-Magic and their various develop- 
| ers are already pressing digits on a host of new titles. The Great Battles of Alexander is 

only the first in what is being called The Ancient Battles Series. Some other generals that 
Erudite has under consideration for future games are Julius Caesar, Attila the Hun, and 
Hannibal. 

A follow-up to I-Magic's popular business sim Capitalism is also underway. Called 
Capitalism Plus and due out early in '97, this Windows 95 version adds a variety of real-world 
maps (so you can simulate a particular region or play the entire world without having Tokyo 
appear next to New York), a map editor (Pangea, anyone?), and e-mail or hot-seat play. This 
update should hold you over until Capitalism Il (planned for a late '97 release), which should 
add, among other things, Internet play. 

Stanley Associates, developers of the computer versions of 5th Fleet and Wooden Ships & 
Iron Men, has signed on to do Semper Fi, a wargame of Marine Corps combat. While I-Magic is 
still pretty secretive about the title, they tell us that it will be turn-based with a top-down 
view and game play in the Steel Panthers style. 

While they are not talking specifics, you can be sure that existing engines will not be 
tossed aside. Wild Bill would like iF-22 ASF to be the first in a new virtual battlefield series 
wherein gamers could link up games (air or ground) to fight a large battle. I-Magic already 
has an armload of ideas for a Destiny Il, but hasn't announced for certain that a follow-on will 
be produced.They are, however, committed to the Destiny Academy, an on-line information 
source/meeting place at l-Magic's web site. In fact, the Academy has been so popular that 
Wild Bill wants to implement academies for all new titles, starting with the just-released 
Harpoon Classic '97. 

Interactive Magic may even be looking into doing something for that most hard-core of 
all “gaming” audiences, the U.S. Military; says Wild Bill:"We're considering a DOD contract ... 
to do a land-based military simulation. We think that it would be along Harpoon lines and 
we're pretty excited about it.” -S.U. 
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he fresh information we've gotten recently on this simulation 
is two-fold; at the general level, Leon Rosenshein informed us 
via telephone interview that nothing substantial in Falcon 3.0 

would be missing from Falcon 4.0. In other words, there will 

be a real-time, dynamic battle engine; we'll have the full com- 
plement of instruments and displays, updated to the F-16 Block 52 С 
APG-68 and Harm Targeting Radar systems (as per the second of 
Rosenshein's designer notes); full-scale mission planning will be avail- 
able, and instant action, single mission, campaign and multi-player 
will all be given thorough treatment. 

As of this interview, the team has been meeting with successes inte 
grating the battlefield engine with the simulation. This is one of the 
many challenges being worked out as the pieces of this incredibly 
complex software come together. One of the things we discussed with 
ers will be working 
with. The most interesting news here is that this engine will be run- 
ning all the time the software is up; in other words, you could theo- 
retically be working out your mission planning in that portion of the 
design, have your base come under attack and be blown up before 
you ever got off the ground. Similarl 
disposition of your or your opponents' air and ground forces will 


occur, whether in the air on-mis- 

...уои could deg 
theoretically be 
working out 


Leon was the nature of the dynamic engine [ 


changes in the FEBA or in the 


sion or on the ground; so, while 
the intelligence you're working 
with while planning a mission will 
be the best available, the 
dynamism of the system means it 


your mis- won't necessarily be "perfect" intel- 
ы ligence on where everything is sit- 
sion... pave POUT vated, or on its current status. 


Mission intelligence will thus be 
quite realistic in scope. 
The other major piece of news 


base come 
under attack 
and be blown 
up before you 
ever got off the 
ground. 


is in the success MicroProse seems 
to be having developing the dis- 
tributed campaign for network 
play. Rosenshein’s real-world expe- 
rience developing technology for 
the military apparently means he’s 
always got in the back of his mind 
ideas about how to work out 


by Steve Wartofsky 


4 In this game things will be bap- 
pening all the time 


A The simulation offers a full suite of instruments 


multi-player simulation as efficiently as possible. Since Falcon 4.0 has 
been built from the ground up as а multi-player, networkable simula- 
tion, each component of the design is being optimized to make the 
passing of information across the network as accurate and efficient as 
possible. This is particularly important because multi-player also 
incorporates the dynamic battlefield engine as one of the modes 
(campaign) play an work with across the network; handling play- 
ers’ aircraft and the updating of all players on the status of the cam- 
paign could be one of the major achievements of this generation of 
multi-player air combat simulation. 

Multi-player is mostly on spec, with one possible gray area: whether 
or not players could enter into a multi-player session while on mission 
without disturbing the flow of the mission. While the design is taking 
into account ways of handling the dropping-out of aircraft and players 
from the network (in other words, there may be a brief period where 
one player's aircraft — if suddenly vacated due to the player's leaving or 
being knocked off the network — flies straight and level before the 


computer AI takes over for that absent player), it looks like, at least for 
now, players will have to coordinate and be ready to go at the start of 
the mission. 

All in all, Falcon 4.0 seems to be progressing nicely, and will no 
doubt be one of the major achievements of 1997. Watch for further 
info here as we get fresh news. = 
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"I realized the moment I fell into the fissure that the book would not 
be destroyed as I had planned...The ending is not yet written.” - Atrus 


hile fishing and swimming through the buckets of hype 

about the long awaited follow-up to the best selling cd-rom 

of all time, one can go mad diving through the salty depths 

but will still come up basically flounderless. The question, 

“What’s it gonna be about?” has been bandied about. 
Bandied yes, but answered? Well, no. Not concretely. The question, 
"What's it gonna be Jike?” was probably easier to address. 

It's gonna be like Myst — which is certainly no surprise to mem- 
bers of the if-it-ain't-broke school of game design. For any product 
which has spawned the number of clones that Myst has, it would be 
silly not to try and recreate what met with such wild acclaim the first 
time. Shivers, Lighthouse, Timelapse, Qin, Obsidian — the list goes 
on and on of games which employ the sparsely-populated-world- 
filled-with-mystical-devices technique. Rand Miller, co-designer of 

both Myst games told CNN, “For 
" the sequel, I think people are 
UP WOT- — going to get the same feeling, 
е $ uel though I don't think that...well, 
: we're not looking to give them 
0 something completely different." 

So it's evident that Riven (pro- 

nounced as though it has two V's) 


€ promises yet another journey into 

м „р one of these worlds — a multiply- 
pee. rer islanded world known (quite 
d. appropriately) as Riven. The story? 
In a humorously cryptic fashion, 
Cyan's web site (www.cyan.com) 
provides a very peculiar report 
about the quest for Riven story information. I fear that even at the 
time you read this there will be no specifics there. Whetting the pub: 
lic's appetite, however, when you know they're going to buy dinner is 
delicious torture indeed. 

From all sources at least one thing seems to be clear: Riven will 
begin where Myst left off. At the end of the first game when Atrus 
wrote ceaselessly into his journal, he was troubled. It seems that he 
alluded to a "greater foe." His wife Catherine has become imprisoned 
in another world, one called Riven which was ironically created at the 
pen of Atrus' father Gehn, who is also trapped. In the next chapter, 
the player will travel to Riven to help Atrus free his family. 

The Riven world promises to be much more fully populated than 


-The Brothers Miller 


Cindy Yans 


Í Entrance to tunnel 429 of the 
Catherine-kabob roller coaster 


s, including over 
70 video sequences 
with live actors. 
Inhuman creatures will 
t as well, and will 
be embodied not as 
monsters per se, but as 
uniquely crafted beasts 
with peculiar textures 
and fe atures. Texture, 
in fact, has been a pri- 
y focus in the 
graphical representa- 
tion of the Millers’ lat- 
est world. Clouds now 
flow through what had 
been a cloudless sky. 
Water reflects its light 
sources. Earth textures 
become more and 
more realistic. Brighter 
colors saturate the 
palettes with rich 
detail. Focus on detail 
here has been the key 
to the visual design. 

As for the puzzles, 
Cyan’s Richard 
Vanervende promises 
better structured puz- 
zles and hopes that 
they will be more tax- 
ing than before. This 
information is likely to 
be greeted with cheers 
and gasps alike. The 
reaction to Myst’s diffi- 
culty level was very 
diverse, even among 
hard core gamers; and 
the frustration-level 
tightrope is a difficult 
one to walk. 

Now that they can afford (due to the unprecedented success of 
their first “child”) to go all out, the Millers are sparing no resources to 
create the best thing on the shelf since, well With respect to 
their intentions, said the Millers to Newsweek, “We're not working on 
the sequel, we're working on the next big thing. We want to be the 
thing that tops Myst.” They are certainly in a looooong line of others 
with the same goal. The thing is, they're not at the end of that line. 
They created it — so who better to breed the next champion? We 
hope Myst had a good time while it was out to stud. в 
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by Scott Udell 


ven if you've never heard of Strategy First, chances are you've 
at least seen something produced by this Montréal-based devel- 
oper. In addition to their own hockey game Solid Ice (distrib- 
uted by empire Interactive), Strategy First did most of the gor- 
geous graphics for SSI's Steel Panthers I and II and Age of 
Rifles. Despite this background, it may be something of a surprise to 
hear of their next effort: a serious wargame set during the Age of Sail. 
Called Man of War, the game will cover battle on the high seas (and, 
unlike Avalon Hill's Wooden Ships & Iron Men, also in littoral areas 
when called for) from the period roughly covering the American 
Revolution through the age of Napoleon. 

With the current flood of games based in this period (if you can 
call three to four games a flood), one must wonder just what the team 
at Strategy First would come up with to set their game of fighting 
ships apart from the others. In the case of Man of War, it will be the 
command perspective, both figuratively and literally. On the figurative 
side, gamers take on the role of “admiral of the fleet." This means you 
don't have complete control over every ships; says senior programmer 
Justin Przedwojewski, "...we're not 


giving the user the power of a 
god." Indeed, “the only ship you 
have 100% control over is your 
own." Instead, gamers choose from 
a simple set of orders to issue to 
the various elements of the fleet; 
simple both because the system of 
flags used to communicate during 
this period allowed nothing else 
and because, as overall comman- 
der, you wouldn't be issuing specific rudder and sail commands to 


...уои watch 


the battle 
play out in 
real-time 3D 


every ship. As often happened, your orders will not necessarily be fol- 
lowed; a ship or squadron may find itself engaged and unable to com- 
plete them, or it may just not “see” the order flag (particularly a prob- 
lem for those portions of your fleet some distance from your vessel) 
While your planning takes place from a typical 2D map view (with 
an historically appropriate parchment look to it), your perspective on 
the execution of a four minute turn becomes quite literal: you watch 
the battle play out in real-time 3D, from your command ship. As the 
four minute turn passes (you'll be able to adjust the speed at which it 
happens), you'll be able to move about your ship and watch the battle 
from any perspective a real admiral may have had. Actions quite dis- 
tant from you will be hard to make out, while those up close will 
command attention. Strategy First is working on a complete set of dif- 
ferent 3D models for the ship classes to be included in the game 


< The view of from your ship during the 
execution phase 


(right now there are 
20 classes in five gun 
increments, but this 
will be consolidated 
for the final game). 
You will see the flash 
of cannon fire and 
hear their thunder; 
while there may be 
some smoke effects it 
won't be overwhelm- 
ing (says Don 
McFatridge, president 
of Strategy First, "We 
don't want to over do 
the fog of war"). 
Boarding actions 
between distant ships 
will probably be por- 
trayed with anima- 
tions, while such 
actions involving 
your own vessel may 
be played out with 
video clips. 

During the execu- 
tion of the turn you 
are basically an 
observer, but observa 
tion is important because once the four minute execution phase is over 


A This “oil painting” style of artwork 


will be used throughout the game 


А You'll be able to see realistic effects 
(such as the smoke from gunfire) as 
the battle plays out 


the game drops back into the 2D planning mode, where you'll be able 
to issue another set of orders. Four minute turns were chosen because 
Strategy First believes that was pretty much the smallest time incre- 
ment a commander from this period would have had for issuing orders 
(remember, fighting with sail tended to be a slow, ponderous affair). 
Lest the hard-core wargamer out there start thinking, “Oh, no! Ship 
Doom,” let me mention that the underlying game engine is based 
heavily on a game from the “grognard” wargame company, 
Simulations Canada (SimCan). As long-time computer wargamers 
probably know, what SimCan games lacked in graphics flash (often 
they had none!), they made up for with research and design; with 
such code as a base, Strategy First intends to ensure that Man of War 
will give the hard-core gamer something to sink his or her teeth into. 
Current plans call for twelve scenarios, a scenario editor, and possibly 


a single player, linear campaign. There will be generic ship and crew 
ratings, realistic doctrine for the AI controlled vessels, and possibly 
two player network play. 

If all goes as planned, Strategy First plans to launch Man of War 
sometime this coming Spring. Justin Przedwojewski says “We don't 
want it to be a run of the mill wargame; we want to advance the whole 
genre..." While only some actual time under virtual sail will tell, an 
initial look at the game hints that Strategy First may just do so. № 
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n a nebulous underworld amid alley: 
rubble, between stairway and waterway rises 
a haunting tale of darkness and fear. A 

strange and lonely soul known as Krank has 

lost the ability to dream. Because of this lack 

of sleep catharsis, Krank grows old beyond 
his years and will go mad lest he find a way to 
remedy the situation. Philoprogenetive only unto 
himself, Krank arranges for the kidnapping of 
hoards of young children in order to rob them of 
their dreams so that he may be restored. He prowls 
a seamless ocean, reaching again and again for 
that which will never be truly his. 

Anyone who has seen the film of the same name 
by Jeunet & Caro may never be able to forget its 
frightening imagery — and indeed it is tone more than storyline 
which has inspired the developers to obtain licensing for this work. 
The plot is similar to but not identical with that of the film, and takes 
the player as 10- year-old Miette, a wise-beyond-her-years orphan, 
through the shadows of the City in an attempt to locate and free the 
captive youths. Miette inhabits the Three Doves Orphanage under the 
tyranny of Pieuvre, the ruthless matron. Pieuvre is a scuttling creature 
who we know to be Siamese twins 
but who appears to be a spider in 
a quadruple breasted suit. Two 
brains exist, but she generally 
speaks but one thought in double- 
voiced unison. 

One, a circus strongman, is 
mourning the loss of his little 
brother Denree who has disap- 
peared into the clutches of the 
dreamless Krank. Miette and One 
are tossed into the melting bucket 
of fate and become a team where- 
in he will protect her from the 
shadows of the City if she will in 
turn help him recover Denree. 

To recreate the environment of 
The City of Lost Children is an 
artists' dream come true, not to 
mention an immense challenge; 
and the artwork we've seen so far 
seems to admirably capture the 
dark and somber netherworld. In 
over 30 rooms with over 100 
explicit scenes, rendered back- 
grounds dotted with 3-D motion- 
captured characters offer a harmo- 
nious feel, and the 360-degree free 
range engine allows third person 


Miette shows some disgust at one of Santa's elves 


by Cindy Yans 


movement into virtually 
every nook and cranny of 
the game-space. Detailed 
attention is being given 
to special effects with 
respect to shadow-cast- 
ing, mist, lightening, etc., 
and each room will have 
its own sound atmos- 
phere: the sound of fire 
in the classroom, birds 
and cats in the orphan- 
age courtyard and seag- 
ulls and the sea in the 
pier scenes. 

A feature with tons of potential is one where the player may choose 
to alter the camera-angle view from many locations. When the charac- 
ter is in a move-to-the-next-screen situation, the camera angle 
changes automatically (obviously) but when in the same screen, the 
player may choose to alter the view by using his space bar and better 
perspectives may be revealed. Up to eight camera angles are available. 

Over 20 motion-captured characters interact with Miette in the 
search for /es enfants perdu. Some are original characters from the 
film, such as the iron man One (played by Ron Perlman in the film) 
and Pieuvre, who was realized in motion capture thanks to two real 
actresses who were tied together at the hip (Krazy Glue was suggest- 
ed, but there is only so much that some will sacrifice for their craft 
and skin generally doesn't qualify); and some are characters created 
specifically for the 
game such as the 
orphanage dog, the 
Tramp, the Lighthouse 
Watchman and the 
Old Fisherman (with 
Hemingway's Sea not 
far behind). We will 
not see the clones of 
Krank, which may be 
disappointing to 
lovers of the film — 
but it is certainly 
understandable that 
the complex psycho- 
logical nature of their interaction might not fit well into the frame- 
work of a traditional adventure. I was hoping they'd risk it however. 

All in all, Psygnosis should be gratified that this is an adventure to 
anticipate if for no other reason than the dark and surreal nature of 
its story and characters. Anyone who was affected by the film will cer- 
tainly be interested in seeing what becomes of this undertaking, and 
anyone who has not seen it and who has a taste for the strangely dis- 
turbing should probably rent it. Kafka would be proud. 


One of eight available camera angles 
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by Scott Udell 


4 Ob no! An Elvisoid delusional is on the loose! 


beme Park, the first game in Bullfrog's Designer Series, was a 
devilishly hard but quite funny game which let players try to 
out-Disney Disney. It was a big hit (at least overseas), but how 
was Bullfrog to follow up all that fun and frivolity (and 
extreme gaming challenge)? Well, with Theme Hospital, of 


course... 


“Yeah, right,” you say. Usually drab, often dreary and 


depressing, a hospital would be about as far away from the fun of an 


amusement parka (err, park; sorry, but 
Winter has arrived in Vermont) as you can 
get, right? Nevertheless, the Bullfrog team 
tackled it, and as Mark Webley (producer 
.it quickly 
became apparent that if we were going to 
make this game great, then we would need 
to unshackle ourselves and allow ourselves 
it was also neces- 
sary to avoid real-life illnesses, none of 
which should be the subject of a computer 
game. What we needed to add was humour. 
Theme Hospital was never supposed to be a 
simulation of a hospital, but a game based 


and lead designer) tells it, “.. 


some artistic freedom.... 


around running a hospital....” 


With tongue depressors firmly planted in 
their cheeks, the Theme Hospital team set 


‘,..dt quickly 
became appar- 
ent that if we 
were going to 
make this 
game great, 
then we would 
need to 
unshackle our- 
selves and 
allow ourselves 
some artistic 
freedom...’ 


— Mark Webley, 


forth to 
turn the 
“busi- 
ness-is-fun" formula of Theme 
Park towards the medical field. 
Your “ultimate goal is to make 
money while having fun." You start 
the game with a lowly clinic, 
building your medical empire into 
“the largest, most sophisticated 
and profitable hospital ever.” The 
design decisions are yours: buy 
that new bloaty head re-inflator, or 
make do with the old one? You 
need a new maternity ward, but 
you can only place it near the exit 
or the OR; in the former, you risk 
babies wandering out the door, the 
later, wandering in to surgery 

For both humor yalue and to 
avoid being offensive, the team 
had to come up with a variety of, 
er, “unique” afflictions and mal- 
adies. Only a few have been 
unveiled, including such horrors as 
“Bloaty Head dise: which 


Producer and Lead Designer requires the inflated cranium to be 


A Just fill this cup... 


lanced to expel any unwanted and then reinflated using a 
rather special air pump, or Hairyitis, which needs to be treated with a 
high voltage electrolysis machine... and of course that well known 
psychological disorder that causes people to dress and act like Elv 
(are they sure this 
isn't a real disease?) 
The software tech- 


A The treatment for 
Hairyitis is high-voltage 
electrolysis-OUCH! 
nology going into Theme 
Hospital is impressive. 
Because they want to popu- 
late your hospitals with 
dozens of staff and patients 
while at the same time 
keeping storage and memo- 

ry requirements down, Bullfrog improved upon their in-house sprite 

animator, making it easy for the artists to mix and match body ele- 
ments (head, body, limbs, etc.) and accessories (bags, shoes, and the 
like) quickly. The parts can be animated and combined without much 

overhead in the final game, resulting in a much more interesting mix 

of hospital characters. 

Despite the “cartooniness” of the game, Bullfrog has designed the 

aracters so they move about realistically; for example, you'll see a 

person open a door, walk through, and pull it closed behind them 

instead of just passing through the door. To complement all the pretty 
pictures, the design team has implemented what they call their 

Complex Engine, an AI system which drives the characters (both staff 

like doctors, nurses, and admin folks and the patients of the hospital). 

Possible actions are chopped up into little bits; it’s up to the Complex 

Engine and its rules to combine them all into realistic behavior. 

Complementing the Complex Engine are the advanced path genera- 

tion algorithms (some of which sound like those used in some DOD 

simulation stuff I worked with); instead of wandering long, out-of-the 
way paths to get from A to B, characters will follow the generally 
direct route (unless, of course, they are meant to be lost). 

As usual, Bullfrog is keeping the juicier details pretty close; it will 
be up to gamers to figure out the ins-and-outs of a twisted-from-reali- 
ty hospital, but potential medical moguls will have to wait until early 
'97 for a chance to treat their Hairyitis. m 
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To of catching bass? Ready for a challenging fishing sim? Welcome to the relaxing and challenging world of fly 
fishing on your PC. The Art of Fly Fishing Volume I recreates this skillful sport using live videotaped footage. 
Fish three of the United Kingdom's finest trout and salmon rivers: the Blackwater, Spey and Test. With the sooth- 
ing sounds of nature and the intricacies of choosing the right equipment and flies, this fishing simulation puts you 
right in the water. 


The Art of Fly Fishing is not just a fun fishing simulation; it also contains an extensive library of information to 
help you learn more about the fish, their habitat and their behavior. Choose your fishing spot based on conditions 
including time of day, season, temperature and water currents. Once you've chosen the right conditions, a variety of 
flies and rods will help you land the fish of your dreams, provided your casting skill is up to par. After you've prac- 
ticed, invite up to 5 friends to enter into a fishing competition where the winner receives a cash prize and the 
opportunity to upgrade his equipment. The Art of Fly Fishing; the only fly fishing simulation for your PC. 

To order, see your local retailer or call 1-800-340-7888 


The realistic sights, sounds, 
_ psychology and art of fly fishing 


CD-ROM, in this 
challenging multi- 
“Level skill game. 
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“Goodness reflects the light and 
Evil dwells in the dark. These are the 
mirrors of the soul, the reflections of 
our minds...choose well...” 


eal horror for many lies not 

in graphic visions of mass 

carnage rising from mad vio- 

lence, nor in mutant manifes- 

tations of the misbegotten — 
real horror is perhaps more subtly 
realized. 

Gremlin Interactive has sprouted a 
horror tale the shoots of which rise from the legend of the 
Apocalypse. It is a tale which will touch those whose biggest fears are 
connected to the ancient unknown — to the formation of the planes 
of heaven and hell during the birth of the duality of human nature. 
Its roots reach back to 12000 BC when it is said that the Soulstone 
was cast into Hell, forming the gate of the Abyss and creating the 


Power known to future man as Abaddon — the one who is the keeper 


of the Shrive (the key to the Abyss). The Soulstone is a channel for 
man’s thoughts from which the Powers of all that is good and evil are 
able to take on a physical aspect. Also during the casting of the 
Soulstone, the Seven Seals of the gate of the Abyss became bound to 
time. Confused? Just wait. 

The trunk of this tale is wrapped around the emergence of further 
entities who struggle through the ages in dual pursuits — to either 
destroy or protect the Seven Seals (shades of the film The Seventh 


А The classic trench coat line is а true compliment to the wiz- 
ened artifact 


Sign). Aelf (a.k.a. Michael the Archangel) acquires the Shrive and sep- 
arates it into two pieces — the Sword of Michael and the...uh...other 
part, stashing them separately so that if the Seals are destroyed it will 
be more difficult for the Abyss to be opened and mankind destroyed 
by darkness. Over centuries, as the seals break one by one, havoc 
reigns throughout the four realms as the principals play out the con- 
stant classic struggle between good and evil. 

Much more recently, Belial, one of the great Lords of Hell, enslaves 
the soul of Charles Randall, a preacher in a town called Hellston 


Falling into the salad bowl of time 


by Cindy Yans 


(which actually 
exists). Randall 
died after hav- 
ing discovered 
Something 
Awful in the 
parish house of 
St. Michael's, 
former site of 
the Temple of 
the Morning 
Star. This 
Temple has 
been a central 
focus of the Apocalyptic legend through the ages. Belial somehow man- 
ages to connect Randall's spirit to the Soulstone. Still with me? Good. 

Finally, the branches of Realms of the Haunting burgeon as the 
backstory ends and the gamestory begins. You play the role of Adam 
Randall, son of Charles, who has dreamed about and is somehow 
drawn to the Hellston parish house. Adam acquires the broken Seals 
through an unearthly visitation by Belial, and their proximity eventu- 
ally actualizes Adam's excursion to St. Michael's, where he will 
encounter the spirit of his father and the Soulstone. Can this be only 
the beginning? 

The game is a DOS-based first-person action-adventure which 
allows total freedom of movement in a 3-D photorealistic environ- 
ment. It mixes the elements of exploration and puzzle solving with 
Doom-like combat (Under a Killing Moon meets Doom). And to 
stretch genre boundaries even further, there are role playing elements 
as well. Over 90 minutes of FMV in the form of hi-res cut scenes are 
intended to highlight major plot-points without detracting from the 
gameplay. While this is always the intention of designers who include 
a lot of ЕМУ, it seems likely that this game's loaded triple-genre clip 
will provide enough gameplay to withstand extended bleary-eyed sta- 
sis during the 130 non-interactive film segments. 

Adam Randall will be equipped with 12 weapons, 45 magical items 
and 155 inventory items; and to provide additional human support 
while up against the 20 motion-captured 3D other-worldly sprites, 
Adam is joined by the woman of his dreams. Literally — a woman he 
has dreamed about but never encountered shows up at the house 
(how convenient!) and she turns out to be Rebecca Trevisard, refugee 
from the Psychic Friends Network. She becomes a valuable source of 
information for Adam with her metaphysical powers. But even though 
she tells him that she too was somehow called to the house, can he 
trust her? 

“What we believe to be Angels and Demons are really projections 
of the minds of mortals,” says Paul Green, the game’s designer and 
self-proclaimed aging hippie. So to vex “the minds of mortals,” 
Realms of the Haunting promises to engross us in a struggle to pre- 
vent the collapse of the Light and the dawn of the new Age of dark- 
ness. It draws upon our own generally opaque conclusions about the 
Beginning, and feeds our ultimate fear of the End. Dig out a copy of 
the Book of Revelation and prepare. 
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the air war rages on 
a warbirds update 


arbirds has staked its claim to the 
W hearts and wallets of wanna-be 
fighter pilots the world over. The 


on-line skies of Interactive Creations, Inc. are 
filled with World War II era fighters and 
bombers. Most evenings, you can find 150 
players in the arena. Many of these players 
will be logged in from Japan, Europe and 
Australia, as well as North America. 

ICI continues to add new features and air- 
craft to keep the game fresh. The latest 
release is 1.09r1. This version changed the 
game significantly with addition of new air- 
craft and ordnance, flight model changes, 
alterations to play and improvements to the 
programming. 

The new aircraft are the B-25H Mitchell 
and two variants of the Bf109, the F4 and G6. 
The Mitchell twin-engine bomber packs a 
75mm cannon in the nose, and can be 


loaded out with different weapons packages. 


The Bf109F4 “Franz” is generally acknowl- 
edged as the best dogfighting 109, and the 
G6 was designed to destroy bombers with a 
30mm cannon and two 13mm machine 
guns. All three airplanes are great additions 
to the Warbirds fleet of 16 aircraft. 


The new “.ord” command allows a choice 


А If you expect to live 
very long you better find 
a good wingman. Huff, of 
Pain Squad, is excellent 


of historically accurate 
weapons loadouts for 
most aircraft. Details on 
loads are in the 
README2 file in the 
Warbirds download. Now 
you can tailor your pay- 
load to the intended 
mission; there are usual- 
ly different combinations of bombs and/or 
rockets possible.This is a significant 
improvement, and has a big effect on play. 
Capturing airfields from the enemy is 
becoming a science, with cooperating 
squadrons selecting and loading aircraft for 
specific tasks in the assault. 

It's tougher to be enthusiastic about the 


changes to the 
flight model. 
Apparently 
there were 
player com- 
plaints about 
stalls and spins. 
The model was 
altered to give 
a more progres- 
sive stall with 
"improved" post 
stall and spin 
characteristics. 
Theoretically, 
the new control 
feel in these 
flight regimes 
would make it 
easier to recog- 
nize the approaching stall and prevent a 
spin. The model now seems too forgiving. It 
takes ham-handed yanking and stomping 
on the controls to enter a fully developed 
spin. Recovery is usually quick and easy, 
with a momentary release of the controls 
followed by smooth, proper rudder and ele- 
vator inputs. This new model is still consid- 
erably better than the pro- 
gram's only competitor in 
on-line air combat. It 
appears to be a concession 


Y When the fight 
went vertical, this P-38 
suddenly realized he 
didn't have enough 
energy to complete his 
move. Too bad! 


Y While the i z 
Spit is not to playability over realism, 
the wonder- however. 


plane it was 
in Air Warrior, 


Play has been altered by 
removing all but one of the 


youlllistill roving carrier task forces 
meet many 

of them in from the arena. It starts out 
combat neutral, but can be captured 


with determined 
effort. Taking the 
carrier is no longer 
a victory condi- 
tion. If a country 
owns the boat but 
loses all land 
bases, the war is 
over. Ground 
objects, such as 
hangars, ships and 
ack can now be 
destroyed by straf- 
ing, but it takes a 
bunch of accurate 
shooting to do so. 
Field capture requirements have also been 
altered. All buildings, the radio mast and all 
the acks must now be taken out, and a player 
must then land. Capture is not complete until 
the field re-opens, so enemy players must be 
prevented from landing for a short while. 
Programming improvements simplified 
terrain and adjusted the graphics code to 


№ In the Historical Arena there 
are no icons to point out the 
enemy. This FW-190's camo 
paint becomes a true tactical 
advantage here on both 
offense and defense 


increase framerate. A framerate counter, 
<ALT-P>, will toggle a display in the upper 
left corner to monitor video performance. 
Multiple terrain is now supported, allowing 
different terrain in various arenas. The host 
computer now remembers your last fuel, 
ordnance and gunnery convergence settings 
for each plane you fly; a really nice touch. 

ICI has added a "Historical Arena” to the 
menu choices as well.This new arena is cur- 
rently open only on Wednesday, Friday and 
Sunday nights. Instead of four countries, there 
are only two. Aircraft types are divided by his- 
torical alliance. You won't find Mustangs duel- 
ing Mustangs here.The glowing neon icons 
which give range and aircraft type in the 
main arena have been radically changed. You 
will con a friendly at 2500 yards, but will have 
to close to 100 yards to see an enemy icon. 
Only callsigns are displayed; you'll have to 
determine aircraft type with the Mark 1 eye- 
ball.The current theme is "Defense of the 
Reich," with Axis versus Allied aircraft slug- 
ging it out over the Mediterranean terrain. 
This arena is a blast; it's more interesting, chal- 
lenging and realistic. 

ICI already has plans for further Warbirds 
enhancements. The next aircraft is slated to 
be the Ki-84 Frank, a Japanese fighter. 
Release 1.10, tentatively scheduled for late 
December, will include the ability to man 
the gun positions in multi-crew aircraft. 
About the same time, look for a Head-To- 
Head version of the game which will allow 
two-player connection via modem, network 
or TCP/IP. Head-To-Head capability will 
undoubtedly lead to a dueling ladder com- 
petition. Further down the road, there are 
plans for a film viewer to allow you to cri- 
tique your missions. Look for that in the first 
quarter of ‘97. 

Get all the details at www.icigames. 
com. -john nolan 
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Ultimate Fantasy 
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Cross the boundary that separates 
dreams from reality. Enter the virtual 
world of Net: Zone, an adventure 
game with a world full of bizarre 
computer programs, artificial life 
forms, and floating platforms. 
Discover the CYCORP virtual reality 
interface linking you to the cyber- 
space world of the Genecys Zone. 
Attach the neural device to your 
head, and let your mind interface 
directly with the Zone....the secrets 
of CYCORP and the mystery of your 
father's disappearance are waiting... 


To order, interface with your local retailer ог call 
1-800-083-3767 
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living history online 


fighting the real tuskegee airmen in warbirds 


the computer on. Good, just enough time 

to get into the last event for the evening. 
Tonight, for the first time in my life, | was 
going to test my flying skills against a real 
WWII fighter squadron, with real WWII fighter 


i rushed to my computer room and turned 


pilots in real time, who were going to try to 
shoot me down. They were the famous elite 
Tuskegee airmen, seen on HBO. At least one 
of them was a real-life ace. Yeow. 

This fantastic special event happened on- 
line this August. ІСІ and a company called 
The Other Side (TOS) took on-line flight sim- 
ulation to a new level of realism with this 
special event, with ICI's Warbirds air combat 
flight simulator. One hundred on-line 
players flew in the special events arena, 
which was set up with actual 
Mediterranean and North African air- 
field locations. | was flying for the 
German side against this famous 
squadron. Players fought in the original 
actual squadrons, with squadron com- 
manders and flight leaders leading. 

My heart pounded as my Fw190A-4 
roared to life. The “Tuskegee boys" were 
approaching my Greek airfield flying 
escort for B-17 Bombers in their deadly 
red-tailed P-51D Mustangs... 

Since | was late, the organizer 
allowed me to take off just as my squadron 
mates appeared over my airfield, many 
smoking, from ап anti-bomber mission. | 
took off among the virtual olive trees and 
snow covered mountains. Enemy aircraft 
were reported over my airfield. | reached 
5,000 feet. Suddenly, my heart almost 


One of the Tuskegee airmen taking off № 


stopped. Real-life World War Two fighter 
pilots in red tailed P-51s suddenly appeared 
above me. One was way in front of the oth- 
ers. He flamed a nearby squadron mate of 
mine, then came firing at me. He was a good 
shot. | heard some thumps as he found his 


The Tuskegee squadron must be near 


У Tuskegee airmen’s view of a German FW-190 


mark. Just before he passed, | flung my 
maneuverable FW into a wrenching climb 
and rolled so my wings kept perpendicular 
to him (called turning in the vertical). He 
turned as well, and tried to raise his nose to 
me. Too late. | hosed him with my powerful 


cannon, and saw him explode into a fiery 
ball; that was опе. | had no time to think 
about it, as three more Mustangs were on 
my tail, firing. | heard more hits. | threw the 
FW into rapid S turns and reduced throttle to 
zero. Then | lowered the flaps. They were 
gaining rapidly. 

Two threw up their noses and left. 
Another slid over me like a writhing snake 


Notice the authentic Tuskegee colors 


and suddenly filled my whole wind screen. 
He overshot me. He was helpless and out of 
options. | tried to fire, but my nose jerked vio- 
lently in response to small stick movements 
at this low speed, so | got only glancing shots. 
He shoved his nose down and departed. | 
climbed to get away from this angry hornet's 
nest of red-tailed Mustangs. After I had alti- 
tude, | returned, looking for revenge. 
Mustangs and FWs were now fighting all over 
the airfield. | had the altitude advantage. | 
picked a turning Mustang as a target. He 
pulled into a fake split"S" and went into an 
oblique loop (a pitch back) neatly, and pulled 
out of my gun sight. Man, who was this guy? 
He definitely kept me off balance! 

Suddenly, he was coming right at me. А 
quick loop at minimum airspeed and I start- 
ed getting hits on him. He reversed and 
came at me again, firing his guns. | did a 
quick split "S" and got some more strikes on 
him.He started gushing black smoke. After 
more hard maneuvering a white parachute 
blossomed above his smoking airplane. He 
bailed out. That was two. This time | realized 
by the kill sign that he was a real-life 
Tuskegee airman. Wow. I could tell he was 
something different by the efficient flying he 


The beautiful North African terrain 


У Yeowee. That could be a real life fighter pilot 
flying that Mustang 


did, compared to most on-line pilots. Every 
move was exact, and put me out of rhythm. 
Now | heard the pounding of strikes on my 
own airplane, and a flurry of hit messages. 
My rear fuselage separated from the remains 
of my plane... and | bailed out. A P-38 circled 
away in triumph as | drifted slowly to the 
ground. | made the classic error of not check- 
ing my “six” or rear. Wow; what a rush! It was 
the most exciting computer flying | had ever 
done. How realistic was this event, in the opin- 
ions of the actual World War Two fighter pilots 
involved? The Tuskegee airmen said afterward 
that without hesitation, it was “very realistic.” 
Later, | reflected back. Through the 
magic of this special event, | had gotten as 
close to being a WWII fighter pilot as | will 
probably ever get in my life time. You can, 
too. Check out ICI's FTP internet address at 
icigames.com. -richard ordway 
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Muzzle Velocity combines state-of-the-art 
battle strategy with spectacular real-time, 
“in-the-trenches” 3-D combat action. 


t's awesome! Ge 
ence the most re 


ready to experi- 
alistic World War 


II simulation ever developed. 

This is not another war strategy 
game that locks you into a basic 
overhead view. Not by a long-shot. 

Muzzle Velocity puts you in the 
middle of the action in a real-time 
interactive 3D environment com- 
plete with texture mapping and 


spectacular 32-channel digital sound. 


he gameplay is phenomenal. You 
can wage ferocious individual battles 
or begin a “career” that takes you 
through the entire campaign. 

BOTH STRATEGY AND ACTION! 


And, at any time, you can leave 
the safety of your command post 
and find yourself on the front lines 
in a tank, vehicle or as a foot soldier. 


You'll see and participate in mon- 


umental tank batt 


bat action in cities 
in both good and 
Or you can set 


special training ті 


es. You'll take 


part in fierce ground assaults. And, 
you'll have intense face-to-face com- 


, fields and forests 
оаа weather. 
he game on auto- 


matic and relax as the battle rages 
around you. Muzzle Velocity is fun 
о play and easy to use. And, with 


ssions and on-line 


help you'll see ac 


ion immediately. 


From the "satellit 
command a single 


e" view, you can 
latoon or an 


entire battalion from an Allied or 


Axis nation (your c 
You'll have comp! 


hoice). 
ete control over 


battle strategy and tactics, artillery, 
inventory...everything. 


MUZZLI 


FEEQCITF 


| £: 
System Requirements: 
Pentium 75MHz or faster, 12MB 
RAM, SVGA Graphics, 15MB 
free hard disk space, 2x CD-ROM 
drive, mouse, supports most 
major sound cards. 


Designer: Digi4Fun, Inc. 
Publisher: CodeFusion, Inc. 
1118 W. Magnolia 


Suite 320 
Burbank, CA 91506 


Download the DEMO: 


http://www.digi4fun.com 
major on-line services 
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TRY MUZZLE VELOCITY YOURSELF 
Go ahead. Try the Muzzle Velocity 
JEMO on the demo disk that came 
with this magazine. Or call 1-800- 
551-0100 (970-872-8756 outside the 
JS) with your VISA or MasterCard 
and get the full version with over 140 
missions for just $44°5 ($4* S&H). 
Either way, you'll experience a 
higher level of wargame action than 
you ever dreamed possible. 


— 


Command your troops from the detailed satellite 
view. Or leap into the most intense real-time 3-D war 


action you've ever seen in a strategy wargame. 


Select a tank, vehicle or soldier and you'll instantly 
find yourself on the battlefield. The action is so real 
you'll swear you hear bullets whizzing by your ear. 


The graphics are absolutely first rate. And, with over 
140 different missions, you'll have hundreds of hours 
of exciting and challenging game play. 


over the net 


panzer general online 


the wargame of choice for many goes multi-player 


hile the hardcore "grognard" 

wargamers may quibble over its his- 
torical merits, there is no denying the fact 
that 5515 Panzer General is one of the most 
popular-if not the most popular-wargame 
ever. Easy to learn but challenging to play, 
one major complaint has been a lack of 
multi-player options. That has now been 


done, automatically and in the background 
while you continue to cruise the TEN zones. 
Unfortunately, problems still exist. TEN was: 
n't always available, and sometimes it 
dropped my connection, even though the 
game session was running from a direct con- 
nection to the Internet (a connection TEN 
said was "good"). Such dropouts are irritat- 
ing, especially as Panzer 


chat rooms 


s TEN-related storie 


ps y to date on 


and the like, and Ask Mr. 
column to improve the TEN 


solved with the release of Panzer General 
Online, а version custom-designed for play 
over a gaming service (sorry, folks, no gener- 
al Internet or Kali play in this version). As of 
this writing, the only service the game is 
available on is TEN (Total Entertainment 
Network); while early promotional material 
mentioned mPlayer, there's been no final 
word about implementation there. 

With an online game such as this, the ser- 
vice it's operating through can have almost 
as much of an effect on gaming enjoyment 
as the game itself, and in this case TEN pro- 
vides a mixed experience. The TEN software 
is easy to install, and the interface is clean 
and easy to navigate. Even updates to the 
TEN software (several of which happened in 
the few weeks this review took) are well 


a hints а 
xperie 


General Online doesn't allow saved games and 
because TEN didn't always allow an immedi- 
ate reconnection. Opponent availability prob- 
lems exist as well; online services promise 
ready availability of opponents, but the Panzer 
General Online area was often empty (in fact, 
one Sunday afternoon check showed no more 
than 100-200 people on TEN, most of them in 
the Duke Nukem and Quake areas). Even a 
check on a Thursday evening-Panzer General 
Online meeting time-showed only 16 gener- 
als gathered for play. 

Panzer General Online itself is pretty much 
pure Panzer General, with some unique add- 
ons for multiplayer and without the cam- 


4 TEN's interface is simple and easy to navigate 


'Y Meet opponents in the (largely empty) TEN 


dark sun online 


Role-playing in TSR's grimmest world 


@ t's a rule of thumb that every serious pay- 
1 per-play gaming network needs at least 
one role-playing game. Undoubtedly realiz- 
ing this, TEN (the Total Entertainment 
Network) offers its members Dark Sun 
Online, а top-down, multi-player role-playing 
environment set in TSR's grimmest and 
moodiest game world. 

Dark Sun Online is, not surprisingly, based 
on previous Dark Sun™ titles by SSI: the 
same isometric view, simple combat and 
sluggish movement is present here, the 
principal difference being the hundreds of 
other players who stalk the game world 
alongside you. 

With its hundreds of players, Dark Sun 


Online is a lot like the Multi-User Dungeons 
(MUDs) you'll find everywhere on the 
Internet, but with one key difference: graph- 
ics. Of course, those graphics are as much a 
liability as an asset. The world is displayed in 
outdated, chunky VGA, which makes it diffi- 
cult to figure out what's going on around 
you, both because of the blocky characters 
and because of your inability to see very far 
in any direction. This, combined with an 
overall lack of game speed, makes the game 
as hard for beginners to jump into as the 
typical text-based MUD. 

Most of the things you'd expect from a 
MUD are present here: lots of conversation 
options, a big city to start the game in, 


paign mode. The game is full-screen 
Windows 95; it looks and plays like the DOS 
version, but runs a tad slowly on a P60. 
According to the install documentation, it 
requires DirectX 2-nothing earlier nor noth- 
ing later. With many games coming out with 
DirectX 3 already, this implies a need to rein- 
stall versions of DirectX for different 
games-completely unacceptable. 

The game features 
some 15 scenarios, with 
options in some for up to 
eight players per scenario 
(with more than two, 
the forces involved are 
split between different 
"commanders"). 
Scenarios range from 
six to about thirty 
turns long, all reason- 
able lengths for single- 
session on-line play 
(although a save game 
option should have 
been included). There 
is now an adjustable 
option for breaking a 
turn into phases, where 
players get to move a 
subset of their forces; 
there can even be a time limit put to these 
phases. This both speeds up multiplayer ses- 
sions and gives the game a much more fluid 
feel; not quite as frantic as real time, but 
close. One can only hope that this is imple- 
mented in future General games. 

Overall, Panzer General Online is certain- 
ly a decent addition to the General series. 
The unique phase options in the game 
means that, as a game, it actually surpass- 
es its single-player incarnation, but diffi- 
culties with TEN, a lack of save game 
options, the DirectX issue, and a dearth of 
"readily available" on-line opponents com- 
bine to reduce the impact of the game as 
compared to other on-line entertainment 
options. -scott udell 


multiple dungeon areas for the purposes 
of stat building, and so forth. The only 
problem is that none of it seems very novel 
or inspired, though fans of the Dark Sun 
world will undoubtedly beg to differ with 
this assessment. 

All things considered, Dark Sun Online 
doesn't bring anything new to the on-line 
table.The game world is potentially interest- 
ing, and the multi-player element is indeed 
present, but sluggish response time, a mid- 
dling to poor game engine and an overall 
lack of novelty leave the game trailing 
behind Ultima Online and Meridian 59, two 
on-line competitors with a different focus 
and better execution. -joe grant bell 
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-e-Negatiate face-to-face with 
“alien species in stuqning.3D 
_ motion-captured video ange 

. digitized speech. 


| e Encounter 6 diverse alien 
cultures in a randomly 
generated universe. 


y A c every detail- -from У 


providing а ‘Stable 


* Research and develop an 

incredible array of spacecraft, 
weaponry, mining techniques, 
and intelligence systems. 


atmosphere to 
securing adequate power, and constructing a 


Profitable mining operation—will require impressive 
* Compete with up to 8 human 


players via network or modem resource skills. Whether you build alliances, stay 


• Define your gaming experience neutral, or go to war, you must keep everything 
with custom options including 
game length, universe size, 
alien hostility, and micro or 
macro management style. 


under control. Your control. 
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Command Post 


Wargame? Strategy game? What's the difference? 


ctually, the title for this month's 

Command Post could just as easily 

have been “Panzer General: strategy 
game or wargame?" It's a subject which has 
resulted in some sharp debate here at CGS+, 
with yours truly taking the role of the 
grumpy old grognard, arguing that, at best, 
Panzer General is a strategy game with a his- 
torical wrapper. Defending my position has 
been difficult, however, because there really 
is no right answer. Actually, as Гуе looked 
further into the subject I’ve found there's a 
huge range of opinion, and that's only within 
our office and the environs of the new CG 
Online wargame and strategy game forums 
(check ‘em out at www.cdmag.com /forum 
/forum.html; they're like the Usenet news- 
groups, but smaller and cozier and-at least 
for now-generally more civil). Opinion is 
varied enough, and there are enough inter- 
esting approaches to the subject that I think 
I'm going to do some extended research in 
the community, and will present the results 
later; for now, however, ГИ just babble on 
about my take on the question. 


Strategy Central 

Here at CGS+ we tend to lump wargames in 
as a special subset of the larger category of 
strategy games, so perhaps it's best to define 
just what we mean by "strategy" games. 
Strategy, according to Webster's II, is *1. The 
science or art of military command as 
applied to the overall planning and conduct 
of large-scale combat operations. 2. A plan of 
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General and 
Allied General 
(pictured) were 
two games that 
just didn't cut it 
as wargames 
for me... 

> ...instead, the 
engine made 
much more 
sense in a "strat- 
egy game" set- 
ting like Fantasy 
General 


A Even games like 
Close Combat or the 
upcoming Road to 
Moscow (pictured), 
with their fairly 
detailed modeling, 
make compromises; 
the key, though, is that 
those compromises 
and simplifications 
still produce a some- 
what "realistic" result 


action resulting from the practice of strategy. 
3. The art or skill of using stratagems esp. in 
politics and business." Of those three, a mod- 
ification of number one is perhaps best used 
for describing strategy games: a game which 
uses the science or art of command or man- 
agement as applied to the overall planning 
and conduct of large-scale operations, be 
they combat, business, diplomacy, etc. Well, 
okay, maybe "large-scale" is a bit of a 
misnomer, because we tend to 
include games small in scope but 
high in detail (Civilization ma 
example of one kind of large scale-it 
portrays a world-and Free Enterprise 
is another; it portrays a single busi- 
ness in some detail). For conve- 
nience’s sake, we tend to lump in 
such “traditional” games as chess, 
puzzle, and card games into our 
strategy section; in part, because 
some (like chess) really 
do fit, and also because 


y be an 


in other cases (espe- 
cially puzzle games) 
we really don’t have 
any other place to 
put them. 

Reali 
thing which doesn't 
really play a part in 
considering a strategy 
game; it can be a real- 
H 


m is some- 


ic depiction of actual 


world events, or it can 


by Scott Udell 


be completely made up. This can either be in 
the setting for the game (fantasy, sci-fi, his- 
torical, etc.) or in the game engine and 
mechanics (e.g., producing new units in 
C&C). For the subset of strategy games we 
call wargames, however, “realism” of some 
sort is important. 


Sometimes, of 
course, the genre 
lines get blurry 
even before we 
start to consider 
the issue of 
wargames. Many 
sports games, 
for example, 
require thinking 
strategically, 
especially if you 
play from the 
coaching mode 
(in fact, Steve 
Bauman has 
noted a surpris- 
ing cross-over 
between 
wargamers and stat-based baseball gamers). 
Even more confusing can be the s 
as they get more powerful, many are adding 
elements to their game engines which take 
you out of the cockpit or tank commander's 


Ӯ Despite its combat focus, 
Command & Conquer is not a 
wargame; aside from its sci- 
ence fictional elements, the 
abstractions in its combat 
don't lead to real-world 
results and don't even try to 


mulations; 


seat and let you at least look at the bigger 
picture (if not control it directly). This is 
something Editor and sim-guy Steve 
Wartofsky has been talking about for months; 
as he pointed out a few “Hangars” back, the 
folks at DID are working on adding such a 
complete battle simulation to their flight sims 
that you need never fly a plane; you'll be 


able to get your total gaming experience as 
an AWACs controller or a Joint STARS opera- 
tor. Because of this trend, expect to see some 
cross-over in the coming months between the 
sims and strategy sections of the magazine. 
Of course, then the question becomes: are 
these new sim components strategy gaming 
or wargaming? That gets me back to the topic 
in question. 


What, then, is a wargame? 

The simple definition of a wargame used by 
at least some here at CGS+ is that it is any 
strategy game with a historical basis to it 
(while not explicitly stated to me, “battle 
ition" as the major part of the game is 
implicit in the definition; otherwise, games 
like Civ and Kingmaker would be called 
wargames). To me, however, such a defini- 
tion is too vague; using such a definition, 
games like the old Battleship boardgame 
would be a wargame, something most hard- 


recri 
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Ii rights reserved. All other 


RATEGY command post 


Туре Your Name 


Time Limit 
Minutes) 


Time Limit 
Minutes: 


Samur: N 


General as a wargame because 
(aside from its sometimes wildly 
inaccurate combat results) the scales 
used in the game are vague and 
often changing; sometimes a map 
hex may seem like 40 kilometers, 
and others like ten. This might not 
be so bad, but your units morph 
from scenario to scenario as well; in 
one battle a unit may be most appro- 
priately called a regiment, the next a 
corps, and then might later shrink 
back down to divisional size. Sure, in 
real-life 
units fluc- 
tuate 


А Choose 
your oppo- 
nent in the 
Stone Master: 
Asia Edition 


> Asmall 
board can 
make for a 
tight, fast 
game of Go 


core wargamers would laugh at. When I 
think of just what a wargame is, I take into 
account two factors, “realism” and a related 
but less often considered concept, “consisten- 
cy of scale." 

Realism is a phrase often used in evaluat- 
ing a wargame; does the game "realistically" 
portray the battle or conflict? All wargames 
are an abstraction or simplification of the 
real world to some extent, so at some point 
during play their mechanics (be it in model- 
ing of a tank's gunfire or in the scale of com- 
mand) won't be *real." For me, realism is 
something to be evaluated at the end-point 
of a game or game element: did that front-on 
duel between a Sherman and a Tiger tank 
end plausibly, even if the modeling of the 
gunfire was based on a simple combat 
results table instead of complex fluid-flow 
dynamics and armor penetration calcula- 
tions? Did the turn-based battle I just fought 
come to a reasonable conclusion, even if the 
method of play (you move/fire, I move/fire) 
was hardly 

Often, realism and complexity or level 
of abstraction are confused. Some think for 
a wargame to be "realistic" it has to be 
complex, but that's not necessarily the 
case. A wargame can certainly be simple, 
but to be considered a ^wargame" it 
should, in its simplicity, still strive to pro- 
duce realistic results. 

The issue of "consistency of scale" in a 
game is a concept I’ve not heard discussed 
before, but it's something which seen 
to be almost as important as realism. The 
concept is fuzzy, so some examples best illus- 
trate the point. I don't classify Panzer 


realistic"? 


to me 


as 


because of 
combat 
losses and 
reinforce- 
ments, but 
never like 
they do in 
the game, 
and never 
to such a 
degree. 
Another 
example 


can be 
found in the real-time strategy games cur- 
rently so popular; while their scales (of 
troops to vehicles, of movement, and espe- 
cially of production) may be internally con- 
sistent and balanced to make a playable 
game, they certainly don't even try to tie 
these scales into what's "real." Enormous 
fun, of course, but not something you'd 


want to use 2 
it’s really lik 


an example of “this is what 
in the real world. 


А Pick from 
one of four 
European 
"games-with- 
stones" 


b Nine Mens’ 
Morris involves 
careful place- 
ment and move- 
ment and rapid 
changes in for- 
tune 


Рип the only thing? 

Some think that, when reviewing any game, 
even a wargame, the only thing which mat- 
ters in the quality of the game is its fun fac- 
tor, that considerations of realism (or “scale”) 
should have no part in determining a review- 
er's opinion. For most “hardcore” wargamers, 
however-or at least for this one-how well 
(how realistically, how accurately, whatever) 
the game portrays its situation (be it histori- 
cal or current/near-future) is part of the fun; 
it's just not "fun" when you can't try your 
strategies/tactics out in a situation that's as 
close to what actually happened (or might 
happen) as possible. 

Like I said at the start; all of the above is 
merely my approach to the issue (and what I 
use when doing a review). I’m going to go out 
to get the opinion of some "experts" in the 
industry; in the mean time, feel free to send 
s your opinion; after all, with no right 
swer, everyone's an expert! (write us here at 
the mag, or e-mail me at sudell@cdmag.com) 


Enough soapboxing 

After all that opining, I figured Га better at 
least mention one new strategy package! Of 
course, one of the earliest strategy games is 
Go, the ancient classic of simple play yet 
complex strategy. I'm really not a fan of such 
ultra-abstract games, but for those of you 
who are, there's the new Stone Master Series 
from JC Research (606 North First Street, San 
Jose, CA 95112, www.game-club.com). The 
series will present various classic games-with- 
stones from around the world. Out now are 
the Asia Edition with Go, Renju, and 
Gomoku; and the Europe Edition, with Nine 
Mens' Morris, Push & Shove, Dalmation 
Pirates and the Volga Bulgars, and Fox & 
Geese; due out soon is the Africa- 
USA Edition, with Mancala, Hex, 
Reversi, “and others." Each 
Windows-based title is a very 
complete looking adaptation of 
the game, and all come loaded 
with gameplay features and 
options like tutorials, time clocks, 
animated (and vocal, if you wish) 
opponents, tips 
Internet capabilities. The voices 
of your opponents are generally 
hideous, and some of the video is 
weak, but the core gameplay fea- 
tures and background art seem 
very well done. 
Like I said, I’m not 
a fan of these kinds 
ames, so I can't 
really comment on 
the quality of the 
gameplay, but for 
those of you into 
shouting “Atari!” at 
your Go opponent, 
these may be just 
what you're look- 
ing for. m 


for play, even 
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Take Command of the Entire German or Russian Army 
on the Eastern Front During WWII 


n June 22, 1941, the German Army unleashed Operation Barbarossa, 
the invasion of the Soviet Union, with almost 140 divisions, including ES. 
17 Panzer and 13 motorized units. Opposing the German onslaught 
were almost 170 divisions, including 32 armored units, of the massive A 
Red Army. What happens next is up to you. Road to Moscow is a state- ist iri y 
of-the-art simulation that will test your ability to lead either the German E 


or Red Army to victory on the Eastern Front. m Ehe. Bo QR Res Вы 


HISTORICALLY ACCURATE ORDERS OF BATTLE 


The German and Red Army Order of Battle features thousands of units 
from corps to company-size. An interactive Table of Organization Browser 
allows easy access to the historically accurate organization of every unit 
in the game. 


HISTORICALLY ACCURATE BATTLEFIELD MAP 


The Road to Moscow battlefield is an actual 1:2,000,000 scale, 256-color, 
topographical map of the Soviet Union and eastern Poland on June 22, 

1941. This map shows over 20,000 historically accurate geographic locations. 
The scrollable campaign map is the equivalent of 18 full computer screens. 


HISTORICALLY ACCURATE OPERATIONAL PLANNING 


Simply draw your operational plans directly on the game map. Your staff 
will move troops into position, stockpile supplies, allocate air strikes and 
artillery support. Watch the progress of your forces on the map and receive 
a variety of reports from the front as the fighting begins. Road to Moscow 
includes scenarios based on actual Eastern Front operations by both 
armies and a 1941-1945 campaign game. 


OTHER EXITING FEATURES: 


E Generals have individual personalities that affect the performance of 
the troops under their command. 

Ш Operational plans include phase lines, deception, amphibious and 
airborne landings, commando raids, and partisan activity. 

М An optional political feature that subjects the player's plans to the 
personal whims of Hitler or Stalin. 

Ш Original CD-quality music and state-of-the-art sound effects. 

E Easy-to-use point-and-click interface. 


Report from 8th Panzer Division, 40th Panzer Corps 


Playable Windows 95 Demo game at: http://www.arsenalpub.com 


Arsenal Publishing 


Software Copyright © 1996 Battlefield Design Group. Published by Arsenal Publishing, Inc. All Rights Reserved. Microsoft, Windows, and Windows 95 are registered 
trademarks of Microsoft Corporation. IBM is a registered trademark of International Business Machines, Inc. 


Eject from your HAWC, steal another. Bot-jacking Wage war in everything from icy tundra to blistering 
is relatively legal here. desert. We suggest wearing layers. 


Storm the enemy guard towers; try to Destroy the enemy's HAWC delivery system and cut Communicate with wingmen via radio; share 
avoid being turned into a red sinewy pile, down on the number of missiles headed your way. amusing anecdotes about global warfare. 
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Fighting over the same ground? 


Command & Conquer: Red Alert 
Westwood Studios 
DOS, Windows 95 

ЖЖ KI 


h, Europe! One of the major strategic 

battlegrounds of the 20th Century 

World War I and the Allies against the 
Germans and the Austro-Hungarian Empire... 
World War II and the Allies against the 
what?! Hold on there-Soviets? Well, 
Red 
to 


Soviets... 
if you're playing Command & Conquer 
Alert it is indeed the Soviets. A “ргедие 
last year's hit Command & Conquer, Red 
Alert posits time-travel shenanigans which 
result in a world without Adolf Hitler, the 
Nazis, or the Third Reich, a world in which 
Joseph Stalin and the Soviet Union (and 
someone who looks mysteriously like Kane, 
leader of the Brotherhood of Nod in CE 
the chief threats to peace, security, and free- 
dom throughout the lands. Despite the obvi- 
ous historical changes, however, gamers will 
find that the battlefields of Red Alert remain 
very familiar; so familiar, in fact, as to seem 
basically СЕС with new clothes. 

On the surface, there is plenty which is 
new for Red Alert. Chief among the additions 
are the Windows 95 version and the SV 
mode, available only in the Windows 95 ver- 
sion (both come on the same disk). Basically 
doubling the vertical and horizontal resolu- 
tion of the original, Red Alert in this mode 
still looks much nicer. s, objects are smaller 
and can be harder to grab (especially individ- 
ual infantry units in а group), but the 
increased viewing area the new mode pro- 
vides increases playability significantly (with- 
out a noticeable decrease in speed, at least 
on low-end Pentiums). Unfortunately, the 
special resolution used (640x400 instead of 
the more common 640x480) can cause prob- 


7) as 


lems for some users; some video cards appar- 
ently don't support this resolution, and so far 
Red Alert has been the only game that's 
required me to fiddle with my monitor con- 
trols. For players with these card problems, 
with older machines, or for those who don't 
wish to play in Windows 95 a DOS VGA ver- 
sion is available; while you'll sacrifice 
Internet play, SVGA, and the Map Editor, all 
other features of the game are included in 
the DOS version. 

Internet play was heralded as a major fea- 
ture provided by the Windows 95-based Red 
Alert; while it has been included, it seems 
constrictive. There is no way to do 
direct machine-to-machine gaming; instead 
you must either go through a for-fee gaming 
service like TEN or Mplayer (neither of which 
supported Red Alert at release time, despite 


the inclusion of install software for each ser- 


vice) or via Westwood's free Westwood Chat 
service. Sure, you can both just agree to log 
on to Westwood Chat, but during testing this 
wasn't always possible. Admittedly, this was 
during Red Aler 
expect the system to experience load prob- 
lems, but what happens as Westwood adds 
games to the service (which currently sup- 
ports Monopoly, CEC, and Red Alert)? The 
chat areas themselves are the typically chaot- 
ic mixture of gamers; if you're willing to 


s release week, so one could 


wade through the chaff you can probably 
find a decent opponent, but I prefer a less 
"noisy" setting for my gaming. 

A number of tweaks and improvements 
have been made to the game system, but 
overall gameplay is identical to СС. You'd 
expect that the wide variety of new units and 
buildings would lend the game a different 
feel, but they really don't; even the naval 
units seem to play like land units restricted 
to the watery portions of the map. Terrain is 
restricted to what you'd find in Western 
Europe, especi: 
(although by press time I'd encountered an 


Пу forests and snowy areas 


indoor scenario as well). Different terr: 
still provides just a different visual backdrop; 
there seem to be no terrain effects on move- 


n 


ment or defense. A formation mode has been 
implemented, but because of the shape and 
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Clockwise from left: The Tesla 
Coil in action; Naval units play 
an important role in Red Alert; 
A base assault can be just as 
frenzied as in the original 

C&C; The rendered cut scenes 
like this are great, but the FMV 
clips are of mixed quality 


style of the battlefields and the intensity of 
gameplay it’s not as helpful as, say, a group 
of preset formations would have been. Of 
much more use is the unfortunately undocu- 


mented waypoint feature; select a unit or 
group and hold down Alt-Q while clicking on 
up to ten waypoints; when finished the 
unit(s) will move along the path you specific 
(very helpful when trying to avoid those 
Flame Towers or Tesla Coils, something the 
AI doesn't do well otherwise). 
The AI has been improved in a few areas; 
specifically, it no longer stops at walls, instead 
often going after them with a vengeance 
(something you can use to help draw the AI 
units into range of your base defenses), and it 
will no longer leave a base totally defenseless 
when you assault its Ore Truck (the equivalent 
to the Tiberium Harvester in CEC). The AI also 
uses the “squish” assault method very well... 
too well, in fact, as it can easily send a multi- 
tude of vehicles after troops on foot at the 
same time, while you're hard-pressed to handle 
more than one vehicle at a time in this mis- 
sion. In other areas, the AI remains incredibly 
dumb, often ignoring assaults happening 
short distance away. Even your own units can 
be pretty stupid; true, you can set them in 
“guard” mode, but they can still be pretty idiot- 
ic when it comes to preserving their own skin 
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(a "retreat when at X damage" mode would 
have been appreciated). In solo gaming, Red 
Alert makes up for these AI deficiencies much 
as the original did: by giving the computer 


faster production, more units at start-up, and 
(often) a more defensible position. 

The included Map Editor is unfortunately 
undocumented (docs were supposed to be on 
the CD, but if they're there, they are very well 
hidden), but should appeal to those wishing to 
create their own challenges. It appears to be 


just a map editor instead of a more flexible sce- 


nario editor, although the lack of documenta- 


tion keeps me from being absolutely cert 
this. What is there doesn't seem terribly flexi- 
ble, but is better than nothing or the shareware 
hacks which first appeared for CEC. A lack of a 
random scenario generator in the Map Editor is 
greatly offset by the new Skirmish mode hid- 
den in the Multiplayer section of the game: this 
mode lets a single player take on up to seven 
computer players on a map of their choosing 
(complete with all the multiplayer settings), so 
even after the campaigns are finished, the 
maps which will surely flood the on-line world 


should provide solo players with plenty of new 


Good, but not a classic 


Master of Orion II: Battle at Antares 


MicroProse 


DOS, Windows95 
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straight up space strategy game, 

Master of Orion II: Battle at Antares 

(M002) puts you in the role of the 
leader of a spacefa 


ring race, bent on galactic 
domination. Like its predecessor, it gives you 
a choice of races, an expansive technology 
tree, and lots of opportunity for interstellar 


plunder and pillage. Also like the original, 


the game combines exploration, discovery, 
combat, and micromanagement into a blend 
of strategy gaming which has proven quite 
successful over the years. Unlike the first 
game, you share your galactic ambitions here 
with some of your friends; multiplayer capa- 
bility finally makes its way into this part of. 
the galaxy with this releas 


While multiplayer is perhaps the most con- 
spicuous new feature in the game, for most 
gamers the extensive changes in resource 
management, ship design, combat, and the 
interface will be more important. Things 
have gotten more complex and more 
detailed. Gone are the fleets of 32,000 gener- 
ic ships; you now have fewer ships of much 
more detailed and involved design. Food is 
now a production item; m: 


aging hunger on 
many different systems and building enough 
freighters to shift it from about are important 
responsibilities. Leaders are available, to 
manage systems or to influence combat. 


Custom races, reminiscent of the custom wiz- 


ards in Simtex' own Master of Magic, allow 


you to design your favorite species 


Much of the game remains familiar to any- 
one who has played Master of Orion 
Movement is pretty much the same, and 
while combat has gotten more complex, with 
shield and weapon arcs, boarding actions 
carriers with starfighters, and the like, ship 
design is still a struggle 


55 


Diplomacy works 


much the same as 


n the original, though 
with some added options. Every decent ter- 
ran planet seems to be guarded yet again by 
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battlefields to fight across. 

The biggest problem, though, is: will 
gamers want to continue to fight endlessly 
across more CéC-style battlefields? Die- 


fans of CEC cer 


rd 
nly will, and for them Red 
Mert is an absolute must-have. For those of 


us, however, who enjoyed the first game but 
were looking for something fresh — more 
gameplay options, or at least different game- 
play options — Red Alert is a bit of a disap- 
pointment; it’s fun in the short run, but the 
same meal of fun repeated over and over 
loses its attraction. -Scott Udell 


space crystals, amoebas, or dragons. You can 


expect to face the same sorts of intransi 


ent, 
unfaithful neighbors, wandering space disas- 
ters, and the odd beneficial happenstance in 
this game as you did in the original. 
Technology trees are now known, and there 
are many ways to get all the tech you need 
(perhaps too many). 

Have all these changes improved the 
breed? That depends. The inte: 


ace le 


ves 
something to be desired in its presentation of 
vital information. Crucial facts, such as your 
maintenance costs for structures on each 
colony, are almost impossible to find. You're 
presented with summaries, but nowhere can 
you find a breakdown, for example, of where 
exactly Blobulus IV is spending all of its 
money 


ou have to remember, or look up 
the maintenance cost of each structure on 
the planet individually. No convenient way to 
get a precise inventory of your planetary 
structures is present, either, short of moving 
your cursor over every structure on the 
colony display, or remembering what you 
have researched and looking to see what is 
still available for production. You can discov- 
er what defensive installations you have from 
the system display relatively easily, but not 


Clockwise from left: This lovely Elerian researcher 
awaits your bidding, oh Imperial one. 
Superfund supposed to handle this one?; A smallish 
galaxy, but neat and clean 


; Uh, wasn't 


from the colony display. You see how many 
troops you have garrisoning your planet, but 
not what their tech level or equipment is 
until they are in combat. Finally, though 
nominally a Windows 95 game (there's also a 
DOS install option), screen resolution is fixed 
at 640 by 480, and the windows popping up 
for virtually ever 


y game action cannot be 
resized; move them all you will, fleet or sys- 
tem windows will still block out half the 
galaxy. You get the impression you're playing 
a pretty VGA game at times, too, rather than 
a real SVGA product. 

The game is still fun, of course. It is quite 
ning to build custom-designed ships, 
and fighting battles is a blast, assuming you 


enter 


aren't grossly outclassed. The thrill of discov- 
ery and exploration is there, and nothing 
quite matches the feeling of finally defeating 
that damn Guardian. There are less enjoyable 
aspects to MOO2 as well, however. The AI 
opponents still seem to cheat; either that, or 
they are viciously efficient. Even on tutor and 


easy levels, starting from pre warp tech lev- 
els, the AI will exp 
which seems impossible to support from 
their production base. Similarly, no matter 
what your tech level is, there always seems to 


and and develop at a rate 
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be at least one race ahead of you. More both- 
ersome, the racial customization option is 
woefully unbalanced. Options such as 
Creative, which gives a race all the technolo- 
gies in a specific subfield, or Lithovore, 
which completely obviates the need to farm 
on any planet, confer huge advantages. That's 
not really bad, except that these advantages 
are so tempting you begin to feel foolish not 
taking them; the disadvantages you're also 
required to take alongside such boons don't 
come anywhere near redressing the balance, 
either. Create a subter- 
ranean (double world popu- 
lation), lithovore race and 
you've got a real leg up on 
the galaxy. 

Of course, there is always 
multiplayer. My advice: find 
an IPX network and play 
that way. Playing by modem 
is, well, torture. Slow does 
not begin to describe game 
play, and Simtex has seen fit 
not to provide a usable chat 
feature. Only a player who 
has finished his or her turn 
can send or receive mes- 
sages, but once the second 
player finishes a turn, thus 
becoming eligible to use the 
chat feature, the turn ends, 
and the chat screen vanishes. 
Voila, instant non-communication. The lack 
of chatting hurts especially because the game 
proceeds so slowly. Even early on, when both 
players are merely clicking the turn button 
waiting for something to happen, turns can 
take over a minute to process. It's often 
much shorter, but sometimes, it’s much 
longer. True, explore and conquer games 
usually have a slow beginning phase, but in 
over an hour of play in a smallish galaxy 
with four players (two human, two comput- 
er) each human side garnered a grand total 
of three colonies, with one inadvertent scout 
contact to show for it all. It was fun playing 
with a human out there somewhere to give 
you the willies, but the cost in time, tied up 
phone lines, and waiting is too high to make 
the experience one to cherish. 

Overall, MOO2 delivers most of what was 
expected for it. Simtex is a design house 
with much more design expertise than pro- 
gramming savvy, however. This game could 
really have used a once-over by someone 
like Sid Meier or Brian Reynolds, to name 
two very Civilized strategy game program- 
mers. Still, there is so much to do in this 
game that if you like space opera strategy, 
you'll have to have it. Whether it was worth 
the wait is another question. Undoubtedly, 
Civilization II was a better sequel, but then 
the first Civilization was better than MOO 
to begin with. All things considered, МОО2 
is one of the better strategy games of 1996, 
but one with significant flaws. Good, yes; a 
classic, no. -Robert Mayer 


Heroes of Might and Magic II 


New World Computing 


Windows 95 


e 


Heroes of Might and Magic 11: 


kk KI 


ferent, 


A sequel is something new and dift 
inspired by its predecessor, but working to 
become something unique and wholly sepa- 
rate. The Godfather II and Aliens are sequels. 
Civilization II and SimCity 2000 are sequels. 


oe 


Remakes, on the 
other hand, are 
born of far less 
creativity. They 
borrow liberally 
from their prede- 
cessors, perhaps 
because the origi- 
nal worked so 
well or perhaps 
because of lazi- 
ness. Terminator 2 and 101 Dalmatians are 
remakes. X-COM: Terror from the Deep and 
Mecbwarrior 2: Mercenaries are remakes. 
New World Computing's Heroes of Might 
and Magic II is a remake. 

This is not to say it's bad, just that it's ulti- 
mately not very different. As long as you're 
not expecting anything new or bold, you're 
not likely to be disappointed. The fundamen- 
tals are identical to the first game, particular- 
ly the “killer stack” mentality, whereby you 
bide your time building up a stack of power- 
ful units and a hero bloated with power and 
artifacts. The ensuing rampage through the 
enemy’s territory into his cities tends to be 
anticlimactic. A token nod is made towards 
resources; you occupy mines and gather stray 
treasure, but the game always comes down to 
dueling stacks in the end, even with the addi- 
tion of variable victory conditions. 

The nature of tactical combat has changed 
very little, with the exception of more spells 
and more room to maneuver, These two 


changes do, however, allow for more nuances 


in gameplay than the original. The new 
spread of spells will be useful for all sorts of 
different styles, allowing shrewd players 
more opportunities to modify atta nd 
defense values while less advanced players 
will just lob fireballs. The map is consider- 
ably larger, so ranged attacks have more time 
to inflict damage and slow powerful units 
become a serious hindrance for offensive 
actions. Occasional obstacles in the battle- 
field can slow some units, but unfortunately, 
terrain still plays no role in combat. 

On the strategic level, there are more 
bonus locations available, but the onscreen 
information available is spotty. For instance, 
if you've learned a spell from a shrine, you 
can't click on the shrine to remind yourself 
what spell was taught there. The artifacts 
strewn around the land are each indicated by 
unique icons, but there's no indication of 
what icon is what artifact, much less what 
they provide. And since many of the 
facts are specialized to the point of 
being useless, it can be expensive to fight 
past a horde of vampire lords, only to win 
the Sextant of Faster Boats in a land-locked 
game. This could all have been alleviated 
with more 


new аг 


consistent 
right-click 
options and 
better refer- 
ences in an 
otherwise 
thorough 
manual. 
The graph- 
ics are crisp 
and clear, 
with lots of 
detail and 
fluid anima- 
tions in com- 
bat. Each 
character class has distinctive city graphics 
and music (with haunting lieder in far too 
few places). The city screens are breathtak- 
ing, as tiny hamlets grow into fully devel- 
oped metropolises, but some functionality is 
lost in all this splendor. One of the most sig- 
nificant changes is the inclusion of a 
resource marketplace to trade for and buy 
e resources. There are a few extra build- 
ing types, but as with the rest of the game, 
there are no fundamental changes. 

A new skill system r 


sca 


s heroes even 
more powerful, and gives them distinct per- 
sonae as a game progresses. Unfortunately, 
this strength of the game is all but lost in а 
weak campaign scheme that’s merely a string 
of canned scenarios. The option to keep a 
hero through a series of games would have 
given this game a much longer-term appeal. 
Solid multiplayer gameplay and a compre- 
hensive scenario editor make up for this 
somewhat. The multiplayer games are taxing, 
however, since the game locks a player out 
when he's not taking his turn and there's no 
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way to limit turn length or cut out the tacti- 
cal combat. 

Heroes of Migbt and Magic was a fun, but 
superficial, strategy game. By adding lots of 
new details, this remake isn't less superficial 
but it is more fun. So if complexity isn't high 
up on your list of priorities and you don't 
mind a little deja vu, this not-quite-sequel in 
a season of sequels and remakes is definitely 
one of the safe bets. -Tom Chick 


Lords of the Realm II 


Sierra 


Windows 95 


KKK 


Harken back to merry olde England and take 


the “reigns” [sic] of a budding kingdom in 


Sierra's Lords of the Realm II. The king is 


dead, and as happens so often in gaming 
universes, the remaining nobles are squab- 
bling for control of his lands. You, of course, 
are the rightful successor, but you'll need to 
prove that to the others. 

Gameplay is divided into two parts. First is 
concurrent mode play on the county level. 
Here you'll view the entire game map, mov- 
ing armies and supplies from county to 
county, building an economic infrastructure 
and sending taunts and compliments to (or 
allying with) other nobles. When armies 
clash, gameplay switches to a tactical real- 
time battle mode, somewhat similar to 
Warcraft but really more reminiscent of the 


old Mindcraft games Ambush or Siege. The 
battle mode is always optional. The computer 
can "autocalc" any battle and does a very 


decent job of returning reasonable results 
The county level is a classic resource man- 
agement game. Each county has a set 
amount of arable land, which you can use 
for farming wheat or raising cattle to feed 
your peasants. Ample food means your peas- 


ants will be happy and healthy, and conse- 
quently, population will increase. In addition 
to raising food, you'll need to put your peas- 
ants to work gathering resources, raising cas- 
tles, and building the weapons of war. 
Population also produce taxes; useful for 
buying supplies you're short of, or hiring 
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nary armies. 

Mercenaries show up at your county cen- 
ters, and are a great way to wage war with- 
out mucking up a county’s economy. The 
problem is, mercs are costly, won't work 
together and never seem to show up when 
you really need them. When the merc guild 
isn't cooperating, you can form an army 
from your populace. Recruit a mass of peas- 
ants, issue them weapons and send them off. 
Of course, these peasants are no longer till- 
ing the fields or working in the smithy, and 
those that are left tend to get pretty testy 
about your conscription of their sons. 

When two armies meet, you'll enter the 
real-time battle mode. Open field battles 
tend to be fairly simple affa 
sist of peasants, archers, macemen, swords. 
man, crossbow troops, pikemen, and 
knights. Each type of troop has its own 
strengths and weaknesses, though knights 
tend to clang the helms of all opponents 

Sieges are much more interesting than 
open field battles. When an army lays siege 
to a castle, you'll first decide how many 


's. Armies con- 


siege engines, catapults and battering rams 


to build. These may take several turns to put 


Lords of the Realm II 


together, during which time the 
opponent can send an army to 
break up the siege. Assuming he 
doesn't, battle begins and you'll 
need to breach the castle walls, fill 
in the moat, bust down the gates, 
and fight your way to the inner 
keep. Archers and boiling oil on the 
castle walls will make this an 
unpleasant experience, to say the 
least. Take the castle and you've taken the 
county. Take every county, and you've won 
the game. 

Lords of the Realm II includes a custom 
scenario builder (though no map editor), a 
single campaign of eight maps, and of 
course multi-player modes, including 
DirectPlay support. While the AI is fair (the 
early scenarios of the campaign are quite 
easy—don't judge the AI until you get deep- 


er into it) the game comes into its own 
against a human opponent(s). Advanced 
options include a hidden map, advanced 
farming (you need to let fields lie fallow 
from time to time) and army foraging (any 
army, even an opponents, eats the food in a 
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county before the peasants do). These 
options change the game significantly, and 
add replay value 

Gameplay is fairly solid, with enough 
basic strategies to keep you entertained for 
quite a while. Do you concentrate on con- 
quest right away, or attempt to build a strong 
economic base first? Do you attack the oppo- 
nent directly, or burn his fields and slaughter 
his peasants in order to destroy his economy? 
Counties need constant attention, and differ- 
ent counties tend to present different prob- 
game the constant 


lems. However, late in 


tweaking each county requires becomes tire- 
some. Also, variable victory conditions would 
have been appreciated. There comes a point 
where it is clear you'll win the game, but you 
still have to slog through the last counties in 
order to defeat each opponent 

In all, Lords of the Realm П is a solid 
game, but it isn't terribly original. You've 
done all this before, (though possibly not all 
in one package) and if you haven't, then 
Lords П becomes a must-buy; it's a wonderful 
genre and one which hasn't been done to 
death. Even for you gamers who've been 
uniting the kingdom since way back in 
Defender of tbe Crown days, this is a worthy 
purchase—one you'll get many, many hours 
of enjoyable gameplay out of. —Peter Smith 


Battleground: Antietam 
TalonSoft a 


Windows 95_ 


When it comes to wargaming, every grog- 
nard has his (or her) own favorite period in 
history which they'll game time and time 
again to the exclusion of all else 
Unfortunately, my regular opponents don’t 
share my excite- 
ment when a new 
American Civil 
War (ACW) 
arrives; before I 


ime 


could say, “Wow, 
it has Play by E- 
mail,” I was 
rapidly set upon 
by a horde of 
irate gamers, 
locked in the 
computer room 
(sans modem) 
and abruptly told 
to “get it out of 


my system pron- 


Battleground: Antietam 


to!” Settling down 
with a warm beer 
and some stale pretzels, I set eagerly to work 
Battleground: Antietam simulates the set- 
piece battle between General George B 
McClellan's Army of the Potomac and 
General Robert E. Lee’s Army of Northern 
Virginia, around the town of Sharpsburg, 
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Maryland on September 17, 1862. The 
designers have also featured a bonus battle, 
South Mountain, which occurred several days 
prior to this engagement. 

Regular players will be happy to know that 
the designers have eschewed the temptation 
of tampering with the basic system; those of 
you competent with its predecessor, Shiloh, 
will have no trouble tackling Antietam 
Unfortunately, the same also extends to the 
computer AI; while some improvements have 
been made, the computer opponent still 
comes up with some incredibly quirky and 
erratic maneuvers from time to time. The 
inclusion of head-to-head play via modem, 
email or hot-seat partially lifts the burden of 
guilt from TalonSoft's shoulders, but they still 
get lower marks for this faux pas and several 
other inconsistencies. Luckily, this is the only 
true negative I could come up with after some 
pretty intense gaming. 

The game looks and sounds just as impres- 
sive as its predecessors do. The Battleview 


map provides the player with one of the best 
isometric renditions of a battlefield ever seen 
in a PC game, and the period music, sound 
effects and multimedia re-enactments all add 
to the feeling that you're truly there. I do 
suggest you turn off the multimedia clips 
after the first few turns, though; they length- 
en the turn resolution process considerably 
and, like Gilligan's Island re-runs, tend to 
become rather monotonous and repetitive 

^s an avid student of this battle, what real- 
ly impresses me with this system is the accu- 
racy with which it simulates this engagement 
and ACW conflict in general. Read the exten- 
sive bibliography provided (if you're so 
inclined) a 


nd compare the eye-witness 
accounts, after-action reports and historical 
analyses with the inherent gameplay and 
you'll find this game simulates most of these 
observations with uncanny exactitude. The 
ranged fire 
and melee 
rules Carry 
enough 
chrome to dis- 
play the 
strengths and 
weaknesses of 
each weapon 
type and sim- 
ulate the 
deadliness of 
melees to a 


vicious degre 
(most melees 
consisted of 
volley fire 
between 
opposing lines 
at point-blank range-30 yards or less-rather 
than the implied hand-to-hand combat, with 
the side that broke first becoming the loser). 
The fatigue and disruption rules handle the 
ebb and flow of battle neatly; disruption lim- 
its the number of times your units can melee 


"+ UNPRECEDENTED 


‘CLOAKING 
EFFECTS 


",..a STAR TREK sim 
worthy of a place 
beside the Wing * 
Commanderard 


Star Wars games.” 
PC gamer * ^ 


™ & © Par. Pics 


fn 
< 


GAMES 


Obsidian a Myst 


SimCity 2000 Civilization 11 
Duke Nukem 3D- Nascar Racing 


Plutonium Pak Magic: The Gathering 


| $ МВАТЕСУ reviews 


the opposition, while overly fatigued units 
will suffer a marked reduction in their ranged 
combat strength. Try to hang on too long and 
you'll watch most of your line “skedaddling 
to the rear quicker than you can say "Here 
come the rebs." 

On the technical side of things, make sure 
you do a typical install (all 85Mb of it) if you 
plan to play one of 
the larger scenar- 
ios; the lag time 
when loading the 
map from the CD is 
considerable, even 
with a fast CD- 
ROM, and the com- 
pact install just 
won't cut it. The 
other little problem 
concerns the PBEM 
file format. As the 
disruption/rout 
results aren't hard- 
coded into the file, 
they actually 
change each time Battleground: Antietam 
you open the file, 
as I accidentally discovered during a recent 
game. If you're patient you can open the file 
repeatedly until you're happy with the 
results before continuing with the game. As 
most grognards are honest souls, this proba 
bly won't be irksome to the average 
but it is an ove 


mer, 
ight that should probably 
be corrected in future games. 

Overall, Antietam adds yet another feather 
to the cap ...er, 
eagle in the TalonSoft logo. Whoever said, 


wing of that steely eyed 


"when you're on a good thing, stick to it" 
certainly knew what he was talking about 
and this latest foray is certainly a worthy 
addition to the Battleground series. Whether 
you' 


in ACW die-hard or a gamer looking 
for a change of pace, this game comes highly 
recommended! -Phil Thé 
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In this age of full-motion-video throwaways, 
Harpoon Classic 97 from I-Magic arrives like 
a T-Rex from Jurassic Park to show us the 
way games were; full of gameplay and thick, 
well written manuals. A lot of water has 
passed under the keel since Harpoon first 
came out. When a 386/33 was considered a 
fast machine, I played Harpoon more than 
any other game 
before or since 
Harpoon Classic 
97 brings gameplay 
back from the past in 


abundance. There are 


267 scenarios, includ- 
ing all the old battle- 
sets, and fifty new 
ones postulating a 
war between Europe 
and the US at the 
turn of the century 
Harpoon 97 also 
brings speed. Even 
the largest scenarios 
ran at a brisk pace 
on my now aging 
Pentium 90, not 
slowing from real time; it is one game that 
should not cow older systems. 

The graphics are basic and to the point, 
with a major exception: for those with the 
horsepower, a beautiful full relief map may 
be turned on instead of the tired old 
monotone terrain. Sound effects are appro- 
priate, if not spectacular. The now quaint 
versions of national anthems still play 
when victory appears. There is a neater, 


more elegant interface, though you still 
can't have more than one group window 
open at a time. 

Amazingly, they even kept the sacred hot- 
key commands from the old version. Even 


though they aren't documented, function 


keys one through ten still work, so you don't 
waste time hunting with the mouse or trying 
to type the silly control + number key 
sequences, which they do document 

There are two major gripes: while there is 
still a pause command, you cannot do any- 
thing while paused; second, plane groups 
don't show their primary plane type. When 
the fur is flying thick and fast and there are 
ten thousand messages to be clicked on, it 
can be nearly impossible to do any- 
thing coherent because of interrup- 
tions; and if you can do something, 
you can't tell (for example) which 
fighter is which, unless you have a 


good memory for aircraft speeds at 
cruise, military, etc. Why such deci- 
sions were made can only be conjec- 
tured, but they seriously detract from 
an otherwise splendid game. Had 
pause still allowed you to issue com- 
mands and if planes models were 
shown, the game would have rated 

. -Sam Baker 
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Ultimate Yahtzee 


Hasbro Interactive 


Windows 


Ж Ж Ж $$ 


Even if you've never played it, you've proba- 
bly heard of Yahtzee, the classic game of 
dice. Dice games are very physical games: 
the shake of the dice, the patter as they roll 
across a playing surface, all those little envi- 
ronmental effects that would seem almost 
impossible to duplicate on the computer. 
Surprisingly, Ultimate Yahtzee from Hasbro 
Interactive does both a good job of captur- 
ing the feel of dice and coming up with a 
pretty fun set of games as well. In addition 
to Classic Yahtzee and Triple Yahtzee you 
get Painted (which adds color combinations 
into the mix), Pyramid (a faster playing 
game with pyramidal dice), and the unique 
Battle Yahtzee, wherein you and one other 
opponent get chances to mess up the other 
player's rolls with your own toss of the dice. 
The computer opponents play well (even 
the weakest usually beats me) and games 
are generally fast. The graphics are well 
done, and the way you roll the dice actually 


Ultimate Yahtzee 


matters (especially in Battle Yahtzee). While 
not a game with a lot of depth, it's still 
quite fun; the kind of thing you boot up 
when you just want to play a game for the 
heck of it. — Scott Udell 


Power Chess 


Sierra 
Windows 95 
Xo KKK 


Sierra's Power Chess is based on the profes- 
sional chess program, ИС WChess won 
the 1994 Harvard Cup, beating a record num- 
ber of grandmasters. Forget the usual stuff 
like, “is it the strongest chess program ever?" 
Be content in that the program will crush all 
but the top ten percent of tournament play- 
ers in the world. The game's real value is in 
its instructional functions. Power Chess deliv- 
ers a fresh, addictive, and innovative way for 
the rest of us to improve our play. 


The featured teaching aspect of the 
game is the relationship of the Power 
King and Power Queen. The King is a sen- 
sitive chess engine that grades its play to 
the player's strength. The King plays solid 
chess, but will make a few mild mistakes 
which it's up to the player which to capi- 
talize on. Sierra claims the King is the 
most human of any chess program and 
they are not exaggerating. His play will 
take on an emotional aspect depending 
on the strength of his position. The King 


will remember the player's abili- 
ties between games and adjust 
accordingly. 

The Queen provides the full, 
undiluted Webess engine to analyze 
play following a game. The com- 
mentary is voiced-delivered in plain 
Engl 
forward for anyone who's tried to 
decipher a 10 move line rendered as 
an alternative by one of the leading 
professional programs. Her com- 
mentary is stunningly flexible and 
insight- 
ful. It's 
easily 
the best adaptive 
digitized speech 
seen to date 

The prereq- 
uisites are here, 
such as beautiful 
3-D pieces, hint 
functions, PGN 
compatibility, 
historic games, 
and positional 


h. This is an incredible leap 


evaluation. The 
player may also 
choose different 


Extreme Chess 


“commoners,” or create their own opponents 
in the form of *Nobles." The commoners are 
modeled on the playing styles of notable 
grandmasters. 

Unless the word Fritz means something 
to you, this is {Ве chess program to buy. The 
Queen's entertaining commentary will keep 
you spell bound while your playing strength 
steadily improves! — Chuck Klimushyn 


Extreme Chess 


Davidson 


Windows 


Bo EXCSE3ETESEZ EH СЧ 


Kk KKK 


Since most of today’s chess programs can beat 
all but the most talented human players, pub- 
lishers have turned to adding all manner of 
bells and whistles (e.g., elaborate pieces and 
boards, music, cute computer opponents, etc.) 
to differentiate their products. Davidson has 
bucked the trend with this game. 
Rather than release another multi- 
media extravaganza, the company 
has given us a strong chess 
engine combined with a clean 
interface, excellent analysis tools, 
and enough practical features to 
satisfy 

Someone used to chess pro- 
grams with 100 chess sets and 
Klingon boards may initially be 
disappointed at the game's 
rather simple appearance. Only 
one set of 2D pieces and one set 
(albeit customizable) of 3D 
pieces are included; worse, the 
3D set is rather crude looking. 
The 2D setup, however, is a standard and 
very playable set. Make no mistake, this 
game's strength is not its graphics! 

Once you get past the graphics and the lack 
of other multimedia pizzazz , the beauty of 
the game begins to peek through. You are 
given a choice of two chess engines, Fritz 3.0 
and Fritz 4.1, both well respected in the seri- 
ous chess community. The program comes 
with a very functional database of 50,000 
games, and the ability to import and export 
PGN and Chessbase files. The ability to load 
opening books is included, as well as the 
capability of. 
handling 
Powerbooks. The 
analysis mode is 
complete and 
powerful: it will 
analyze your 
games and insert 
alternate lines of 
play and com- 
ments (е 
"black gi 
the material"). 
You can set the 
program to play 
at a chosen ECO 
ratings level, as 
well as have the program rate your play. All 
time controls are available and fully modifi- 
able. The game will chat with you during the 
game, making witty and sometimes very 
insightful comments on the play. 

Bottom line: if you're a serious player 
and/or you value functionality over frills, this 
is your program. I've deleted all the other 
chess programs on my hard drive. -Jeff Lackey 


most serious players. 
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Izyum 
Schwerpunkt 
005 
2.2.1 


Until recently, there were few PC-based 
wargame offerings that covered the middle 
ground between the sweeping simulations of 
grand strategy and the detailed recreations of 
famous military battles. In fact, there was 
rarely anything to satisfy the frustrated 
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Izyum 


wargamer-historian yearning to relive the 
many lesser known, but no less engaging, 
operational-level conflicts of World War II. 

Enter Schwerpunkt, with their rapidly 
expanding War in the East series. /zyum, the 
fifth addition to its roster, is geographically 
set between Kharkov and the Sea of Azov in 
southern Russia and spans the highly volatile 
period from early 1942 to late 1943. As my 
first experience with the War in the 
design, I found /zyum to be a refreshing and 
challenging PC adaptation that was reminis- 
cent of the bygone era of paper map boards 
and cardboard counters—without the adminis- 
trative hassle. 

With an emphasis on accurate orders of 
battle and interwoven with campaign com- 
mentaries that include the week-by-week 
progress of the battle, there is not much here 
that would disappoint a wargaming grognard 
with a bent towards military history. 
Schwerpunkt makes no excuses for their fru- 
gal graphics, stressing instead the more 
nobler aspects of game design that enable 
players to practice strategy unfettered by 
complex rules and inhibiting game mechan- 
ics. The five different scenarios presented in 
this battle set center on the Izyum bulge, and 
the subsequent battles that raged along the 
Donets River, as the initiative changed hands 
during the course of the war. Combine this 
variety with a reasonably aggressive AI and 
you have a window into history that will 
peak your interest for some time to come. 

An interesting game option, called Fog of 
War, models command and control capabili- 
ties-giving the German player a slight his- 
torical advantage. This option also restricts 
intelligence on the enemy's true strength 
and location (unless air reconnaissance is 
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successful), magnifying the risks associated 
with conducting large scale military opera- 
tions. If that were not enough, your degree 
of victory (or grade: A through F) is deter- 
mined by how well you performed against 
your historical counterpart. So if you think 
you can do better than von Manstein, with 
his 1943 backhand blow that restored the 
German southern front and recaptured 
Kharkov, or exceed Timoshenko by preempt- 
ing the 1942 German Spring offensive, then 
this is the experience you have been waiting 
for. -Mark McIntosh 


Othello 


Hasbro Interactive 


Windows 95 


Kk KIT 
Othello (also called Reversi in its generic 
form) is one of those classic strategy games 
you either love or could care less 
about, and this newest PC version 
by Hasbro Interactive is no differ- 
ent. As with most chess programs, 
Otbello offers the fanatic or the 
beginner wanting to learn more 
quite a lot: multiple skill levels, 
different game boards, hint fc 
tures, strategy sections (with 
advice on things like opening 
moves, the mid-game, etc.; again, 
just like chess programs), a tips 
feature, and even two amusing 
opponents in the form of "Leonardo da Vinci" 
and "Albert Einstein," characters who display 


subtle yet distinct personality while playing. If 


Othello 


you're already an aficionado of the game, 
then Orbello is definitely a must; if not, then 
the package really doesn't offer enough extra 
to make you into one. —Scott Udell 


Battleground: Bulge 
(Ardennes Deluxe) 


TalonSoft Inc. 


Windows 


kk Ж Ж 


TalonSoft's first venture into wargaming, 
Battleground: Ardennes, has recently been 
updated and is now on the shelves under a 
new title, Battleground: Bulge (Ardennes 
Deluxe). Most of the original game’s mechan- 
ics remain the same, but new features 


enhance the realism and scope of this simu- 
lation of Germany’s last gasp on the western 
front. To those familiar with the earlier ver- 
sion of Ardennes, the most noticeable 
change in the game is the new set of 3D 
graphics. The isometric views now have a 
more realistic appearance through the use of 
texture mapped terrain and detailed land- 
scape features; the forested hexes are partic- 
ularly impressive. 

Of perhaps more importance, however, 
are the revisions TalonSoft has made to the 
game engine through the use of a Strength 
Points (SP) system. Each unit is now 
assigned a SP value which reflects its combat 
effectiveness, its contribution towards a hex's 
stacking limit and, in the case of vehicular 


units, its ability to carry passengers. As a unit 
is damaged during combat its SP value 
diminishes and, consequently, its capability 
to dish out retribution is similarly reduced. 
Strength Points are now included on the Unit 


Battleground: Bulge (Ardennes Deluxe) 


List display, giving the player a better idea as 
to the condition of his forces. A handicap 
option gives one side or the other an advan- 
tage (on a scale of 0 to 100) 
during game play. The side 
with the advantage loses 
fewer strength points during 
combat. 

Many other tweaks have 
been incorporated into the 
game. Line of Sight (LOS) 
rules have been revised to 
reflect fog-of-war conditions 
more realistically. Undetected 
forces are not automatically 
revealed when they come into 
a moving enemy unit's LOS. Instead, a unit’s 
ability to remain hidden is based on its SP 
value and the unit type. Artillery units can 
temporarily run out of ammunition. Two new 
mapsets are included in Ardennes Deluxe to 
cover the battles around St. Vith and Rochfort, 
and 14 new scenarios have been added. 


Wargamers interested in tactical level 
WWII combat should have Ardennes 
Deluxe in their collection. It is challenging 
for veteran gamers, particularly when play- 
ing the larger scenarios (the "siege" of 
Bastogne is my favorite). TalonSoft retained 
the simple-to-use interface of the original 
game, making Ardennes Deluxe easy 
enough for less seasoned players who 
would like to try their hand at historical- 
based wargaming. -Rex Whitfield 


hints & tips 


by Robert Mayer 


Steel Panthers Il: Modern Battles 


New tactics for new technologies 


ne of the reasons many wargamers 
like modern tactical games is the 
variety of weaponry available for 


table top and computer carnage. While WWII, 


probably the most popular period for tactical 
games, offers the best atmosphere, historical 
background, and mix of technologies over 
time, modern games dump the whole spec- 
trum of high intensity combat on you from 
turn one. Missiles, helicopters, massive bat- 
tle tanks, cluster bombs, air mobility, night 
vision—modern games have it all, and in 
spades. SSI's recent Steel Panthers II: 
Modern Battles (SP2) is no exception to this 
rule. Within the confines of that little CD 
lurk enough explosions, fires, air strikes 
and guided missiles to slate the bloodlust of 
even the most jaded of simulated warriors. 
Of course, these toys play both ways. 
Too often, you might find yourself on the 
receiving end of one too many ATGMs, or 
discover your prize armored force ventilated 
with sabot rounds. That brings us to one of 
the other joys of modern tactical games, fig- 
uring out ways to avoid getting smoked by 
the other side's tools of the trade. Veterans 
of Steel Panthers will no doubt be delighted 
with all the new toys in 5Р2, but that novel- 
ty can soon turn to frustration. While the 
two games are quite similar in most 
respects, the new technology in SP2 man- 
dates some new tactics, or refinements of old 
ones. There are three technologies in particu- 
lar that shape the battle field in SP2: ATGMs, 
MBTS, and helicopters. Anti-Tank Guided 
Missiles (ATGMs) combine the killing power 
of large HEAT rounds with long range, accu- 
rate guidance systems. Modern Main Battle 
Tanks (MBTs, replacing the medium and 
heavy tanks of yore) carry more armor and 
more powerful armament than anything 
you've seen before, and carry it faster. 
Helicopters are the scouts, long range strike 
force, and taxis of the modern battlefield; 
skimming the treetops, choppers carry mis- 
siles, guns, and rockets and represent an 
omnipresent deep threat for whichever side 
can best employ them. 


Is that a missile, 

or are you just happy to see me? 
Missiles are perhaps the simplest to grasp in 
tactical terms, but their ubiquity and overall 
effectiveness make them very deadly. They 


are not so much a problem in early scenarios 
(those taking place, say, between 1960 and 
1973), but become progressively more trou- 
blesome, until they reach their peak some- 
where around the mid 1980s (before reactive 
armor and composites begin to redress the 
balance). Even in contemporary or near 


future scenarios, however, improvements 
in warheads and guidance systems mean 
that ATGMs remain a deadly threat to 
armor. Three things make missiles so 
deadly: they are accurate, long ranged, and 
powerful. This trio of capabilities is all the 
more frightening when you consider that 
usually every infantry platoon has some 
sort of ATGM system. In a modern battle, 


you can reason- 
ably expect to face 
dozens of ATGM 
launchers. 
Though it 
sounds grim, the 
situation is not 
hopeless. Missiles 
have weaknesses 
as well as 
strengths, and you 
can exploit those 
weaknesses. First, 
missiles are slow. 
You can some- 
times evade them (your troops will do this 
automatically). You can also sometimes fire 
back quickly enough to kill or suppress the 
firer. Secondly missiles are bulky, and most 
ATGM units carry but few reloads. Thirdly, 
modern MBTs have frontal armor that is 
often impervious to missiles. And fourthly, 
reactive armor can often prevent an ATGM 
that hits from penetrating. The key, of course, 
is to use these weaknesses to your advantage. 
Keep your front forward; it puts your best 
armor there and helps you spot the enemy. 
Use an overwatch system, where one group 
of units covers the forward movement of 
another group. This way, the overwatching 


This TOW-2 has a 
minimum range of 
two hexes; check 
the encyclopedia! 


Ah, they think 
they're safe... 


„but helicopters 
and ATGMs make 
anice long-distance 
wake up call 


group might get a chance to disrupt an 
enemy missile launch or even destroy the 
offending party. Try to dupe the enemy into 
wasting missiles on low odds targets. Run 
that M1A2 out there (front first) to draw fire, 
and watch the missiles bounce off the com- 
posite armor. Your overwatch forces will do 
the rest. Of course, as many ATGMs launchers 
are soft targets you can also suppress them 
with artillery and air power; even vehicle 
mounted missiles lose interest in you when 
being pounded by 152mm shells all day long. 

When using ATGMs yourself, try to avoid 
these things. Try firing at the flanks and rear 
of targets. Pick your shots, and conserve 
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You're outnumbered. 
Your troops are exhausted. 
You face an intensely fierce Persian army. 
Yet you have one strength that overcomes all weakness. 


You are Alexander the Great. 
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[EC more information ea! ПЕЕВ. ооо от 
The Great Battles of Alexander is a trademark of Interactive Magic, Inc. All other trademarks are the property of their respective owners. 


REAR hints & tips 


ammo. Shoot and scoot with 
mobile missile systems, and 
don’t stand toe to toe with 
tanks. Light mobile ATGM 
tems die all too easily in SP2; 
keep moving. Also keep in 

mind that ATGMs have a min- 
imum range (a little piece of 
data oddly lacking from the 

SP2 manual). This is because, 
for most missiles, there is a 

lag between launch and the 
time the operator can acquire 
and assume control of the 
missile; this translates into a 
distance in meters that varies 
with the sophistication of the 
missile. For the American 
Dragon II, for instance, the 
distance is 250 meters, or five 
hexes; you have to be at least six 
hexes away for a Dragon II unit to 
actually fire its missile. Some missiles 
have shorter dead zones (100 meters 
or two hexes for a TOW 2, for 
instance), but all missiles have them. 
Check the on-line encyclopedia for 
details before a battle starts. You will 
have to interlace infantry units with 
RPG type weapons to protect ATGMs 
from vehicles that get in too close. It’s 
also a good idea with smaller ATGMs 
like the early Dragon and older Soviet 
missiles to use them against enemy 
missile vehicles, transports, and light 
armor rather than tanks. The smaller 
missiles are often ineffective against 
MBTs. Keep in mind, too, that ATGMs of all 
stripes make adequate anti-helicopter 
weapons; many a Hind has been brought to 
earth in SP2 by a timely Dragon bite. 


And you thought Panthers 

were bad news 

Main battle tanks, of course, remain the core 
of the game. These behemoths, bigger, faster, 
and meaner than their WWII counterparts, are 
also much more expensive, meaning that for 
some sides (modern US in particular) you just 
won't have many of them sometimes. Even so, 
a few top of the line tanks can turn the tide of 
a battle, so it is essential that you understand 
what you are dealing with. Modern MBTs gen- 
erally have large main cannons, capable of 
obliterating light armor and fully up to deal- 
ing with their opposite numbers. They are 


also heavily armored, but except in obvious 
mismatches (such as M1A2 Abrams against 
export model T-55s or the like), most MBTs 
are vulnerable to their peers. This is the one 
aspect of SP2 most like WWII: evenly 
matched tanks still have to maneuver for 
flank and rear shots, and mobility kills are 
still the cheapest way to take an opponent 
out of the fight. What this means for you 
you can't assume your modern war chariot is 
invulnerable; you have to play to its 
strengths and play down its vulnerabilities. 


All-around defense 
means circle the 
wagons 


The M1A2 makes a 
good assault tank 
(just be careful) 


Unfortunately, 
you'll rarely have 
this much firepow 
er to play with 


The best way to kill tanks is with airpower, 
followed by long range missiles from heli- 
copters; this minimizes the ability of the 
enemy to shoot back. The surest way to kill 
the enemy is to engage with you own (prefer- 
ably superior) MBTs, but this of course expos- 
es you to losses. Using infantry close assaults 
is not recommended except in dire circum- 
stances; use your RPGs from a distance 
instead, and bring up ATGMs for support. 
Tank duels are usually very short in SP2. In 
many cases, seeing equals hitting equals 
killing. Tanks should be high priority tar- 
gets—kill them first. The only real exception 
is if you are facing an enemy whose tanks a 
inferior but whose missiles are capable of 
killing your units at a distance. In that case, 
the ATGMs take precedence. Most of the time, 
though, enemy MBTs should get primary 
attention. Anything can kill a BMP, but some- 


times your ability to kill T-80s is 
limited. Your tanks should kill any 
enemy tanks they see, and leave 
the light armor to infantry missiles 
if available. 

In facing enemy tanks, the best 
thing to do is be on the defensiv 
hide and fire first from cover. You 
will often be able to kill the enemy 
before they can respond. It is much 
more difficult to be on the attack. 
As you move, you are likely to suf- 
fer multiple hits from assailants 
who stubbornly remain invisible. 
Even overwatching forces often 
cannot see these demon defenders. 
Still, you will have to 
attack at some point. 
Smoke helps, until thermal 
imaging becomes avail- 
able. There really is no 
substitute for recon work. 
Helicopters are best, but 
ground recon is also 
essential. Low cost—let's 
face it, expendable—sup- 
port units work best. 


Jeeps, light armor, and the like, preferably 


with accompanying soldiers, can draw fire, 
spot the enemy, and maybe even survive. 
Tanks, then, are powerful units that have 
to be employed carefully. Infantry can be 
deadly, especially to older tanks, but except in 
built up areas where surprise is likely and the 
laws of probability make dueling with grunts 
dangerous, you can pretty safely use MBTs to 
suppress and then assault exposed infantry. 
Unlike in SP, it's actually better not to have 
infantry on board if you are playing with late 


model tanks; the grunts just die, and the 
enemy anti-armor weapons are not likely to 
hurt an MI. And assaulting most ATGMs is 
quite safe; get inside their minimum range, 
and you're home free. Close assaults are much 
more problematic with light armor; stick to 
blasting away from a distance with Bradleys, 
BMPs, and the like. m 
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Cheat Thrills 


Why is my game so mind-numbingly stupid? 


hen was the last time a computer- 

controlled opponent surprised you? 

Artificial intelligence, or AI, is 
being neglected in modern games. Computer- 
controlled characters are typically dumb as 
dirt, following a single attack strategy and 
never doing anything surprising. In a number 
of cases, 
game design- 
ers give char- 


acters more 
"life" points 
instead of 
giving them a 
brain. If it 
takes more 
shots to bring 
him down, 


А The legendary 
Pac Man. Now 
that's AI 


> The repetitive Al 
turns a superb 
game into an aver- 
age one 


you'll think it was a better baddie. 

Hogwash, says I. Designers are taking the 
easy way out. Many years ago (1982?), I wrote 
a game for the Atari 800 that was a "cross the 
screen alive" sort of thing (creatively called To 
the Top). 1 designed a bunch of different 
pieces, each with its own simple AI. The game 
was an, I think, 20x20 grid, and you could 
move in any of eight directions, one grid at a 
time. Some of the pieces could only move 
horizontally, some vertically, some diagonally, 
some randomly, and all would chase you. It 
was simple, but it got pretty hard pretty fast. 
The AI was basically non-existent (the com- 
puter wouldn't anticipate your moves and 
learn from your previous ones), but it's basi- 
cally the same routines most cu 
use; locate player and then atta 


rent games 


in a direct 
path. I made my millions (not), bought a PC 
and never wrote another game (well, there is 
that text adventure game in 1993, but that's 
another story...) 

AI is one area where you can't just say, 
"Well, it used to be better in the good old 
days." That's not true, mostly due to the large 
RAM overhead complex AI routines generate. 
How much AI could be put into a game 
which ran in 16K of RAM? Sometimes it 
appeared the games had better AI, because 
the games were simpler, and a simple game 
can have a better AI because it has fewer 


things to consider. The ghosts in Pac-Man, 
for example, had pre-determined routes that 
once learned allowed the gamer to complete- 
ly dominate the game. 

When I reviewed HyperBlade last month, 
I made a lot of comments about the clunky 
АТ. Let's look at one of its main problems; 
the goalie AI. Somewhere in the develop- 
ment of the game, the designers decided it 


needed to be more "action" oriented, so they 


added all of the blood and gore. They also 
made the opposing players more aggressive, 
in particular the goalies. In making them 
more aggressive, they made the game easy. 
If you want to score, lure the goalie away 
from the goal with your teammate (just fol- 
low slightly behind and off to the side of 
him), and as the goalie attacks your team- 
mate, fire away. You'll score at 
least 60% of the time. The 
obvious flaw here is that the 
goalie is attacking someone 
who doesn't have the rok (the 
ball, in HyperBlade's fiction) 
If you've played enough 
sports games, it's clear the way 
the game should have worked. 
The goalie should be able to 
see the player with the rok and 


attack only that player, ignoring 
the other. The player's strategy would then be 
to lure the goalie with the rok-carrying play- 
er, passing it off to the teammate, who would 
then have to attempt to score. 

What would take the game to the next 
level would be a goalie that remembers this 
particular strategy and begins to guess what 
you're going to do next. Much like a soccer 
goalie when faced with a free kick has to 
guess whether or not the player is going to 
kick right, left, high or low (if he gets it 
right, he blocks the shot or looks foolish 
going in the wrong direction), the goalie 
would guess which player is going to attack 
based on past player attacks. Wouldn't it be a 
surprise if, right as you passed to your team- 
mate, the goalie suddenly switched over to 
that player, anticipating your move, and stole 
the pass? It's that sense of surprise which is 
lacking in most games. 

This, of course, will continue to get worse 
before it 


ts better, due to the “online 
crutch." That's where you say, "Well, it's not 
much of a single player game, but lemme 
tellya, in multiplayer, it rocks..." What hap- 
pens, though, when every game is multiplay- 
er? What will differentiate Game X from 
Game Y? I think it'll be the few which have 
superb solo play, allowing you to train 
offline, and also which allow a mixture of 
human and credible computer opponents. 
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by Steve Bauman 


Crusader: No Regret - 
Use these command line switches: 


-warp # Warp to level # 
-skill # Change skill level to # 


Once in the game: 
LOOSECANNON16 Enable Cheats 
<CTRL-F10> Enable Immortality 
<F10> Max weapons, energy 
and all items 


Death Rally 


Type these codes during a race: 


DRUB Invulnerable 
DREAD Unlimited ammo 
DRAG Unlimited turbo 


Type these at any menu: 


DROOL $500,000 
DRAW $1,000 
DROP Lose 10 points 
DRIVE Get 10 points 


Won't it be a better gaming experience when 
there can be computer-controlled players 
which learn and allow, say, 16-player death- 
matches (or whatever), using only four actu- 
al humans? Imagine if you couldn't tell if 
you were playing humans or computer-con- 
trolled characters... 
So c'mon designers, there must be some- 
thing you can do with a Pentium and 16 MB 
of RAM beyond pushing more pixels across 
the screen. Let's make some smart games. ж 
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Most people 
enjoy the 
inferiority 
of their 
best friends. 


1 — Lord Chesterfield 


Compete head-to-head. Surrender nothing. 


The Microsoit® SideWinder“ game pad makes it a fair fight 
for you and up to three of your best friends. Hook up to 
any of your Windows® 95-ъазей games and all four (or three, 
or two) of you get the same fully functional, lightning- 
fast game control and multibutton maneuvers. So no matter 
how many are plugged in, the competition's still quick 
and exciting. It’s a perfect fit for hands of all sizes, 
letting you keep a solid grip and making it easier to use 
any of the buttons or triggers to vanquish your opponents. 
Record complicated, hard-to-remember multibutton moves and 
map them to a single button for swift execution of lethal 


maneuvers. Remember, the more SideWinder game pads you Microsoft 
own, the more friends you can take advantage of. A little 
friendly competition never hurt anyone, right? Where do you want to go today?® www.microsoft.com/sidewinder/ 


©1996 Microsoft Corporation. All rights reserved. Microsoft, Where do you want to go today? and Windows are registered trademarks and SideWinder is a trademark of Microsoft Corporation. 
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Tomb Raider 


Eidos Interactive 
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t had to happen. After all the pretenders 

and imitators, some game had to take the 

3D action game to the next level, before 
the genre drowned itself in a pool of deriva- 
tive mediocrity. Duke Nukem 3D didn't do it; 
it was merely an evolutionary advance over 
Doom, with identical gameplay refined and 
polished to the point where it appeared fresh 
and innovative. Quake took the technology to 
the next level, but the gameplay stayed in 
Doomdand. Super Mario64 for the Nintendo 
64 showed what could be done with superb 
design and technology, but it's a bit too 
cutesy for anyone above the age of 10 (and 
not a PC game). 

Who would've guessed that the previously 
unheralded Core Design would produce the 
game to lead us into the future of 3D gam- 
ing? That future is represented by Tomb 
Raider, the hands down best 3D 
action/adventure of the year, and a contender 
for best overall game of the year. It's not a 
perfect game, but it mixes gameplay elements 
from multiple genres with ease, and points to 
the future of 3D game design. 

The premise is simple enough. You control 
Lara Croft — socialite, adventurer, sports-bra 
model — as she tries to recover some artifacts 
from tombs around the world. The thinnest 
thread of a story ties it all together, but you'll 
tend to forget the plot when you're dangling 
from a ledge a few stories high; this game 
delivers more drama and danger than any 
movie could, since you're actually controlling 
the action as it unfolds in front of you. 

Lara makes for a smashing action game 
hero, a sort of Indiana Jane. She's a hero who 
gets out of bed each morning and wonders 
what daring exploits to engage in today. The 
third-person 3D viewpoint puts more of an 
emphasis on character and animation, and 
the designers have given her the grace of a 
gymnast and the strength of a bodybuilder. 
The animation is at times breathtaking in its 
grace and beauty. Marvel as she makes per- 
fect swan dives into pools of water, does back 
flips while firing at various denizens of the 
tombs and makes leaps of faith to faraway 
crumbling platforms, holding on with only 
the tips of her fingers. Even Chow Yun Fat in 
a thousand John Woo movies couldn't pull 
these moves off. The keyboard control 
scheme takes some getting used to, and can 
be cumbersome initially, but ultimately pro- 
vides superb control for the seemingly end- 
less number of moves Lara can do. 

Lara blazes the feminist gaming trail set by 
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Our hero Lara 
slays the King 
of the Jungle. 
Check out the 
amazing archi- 
tecture 

Levels like this 
just make you 
want to look 
around and be 
awed; In this room you have to watch for falling 
daggers. Puzzles and traps abound; The textur- 
ing on this level really gives you the feeling of 
being in an old tomb; Lara comes up again a 
surprise guest in the "Lost Valley" level. What 
you'll want to do here is run back to the area 


where you entered and hop up to a higher level. 


You can get a clean shot and off Mr. Dinosaur 


such luminaries as Ms. Pac-Man; it's too bad 
the male designers chose to give Lara the 
gravity-defying chest of Pamela Anderson 
after her fourth set of breast implants (she 
could put out an eye with those things) 
While initial response suggests men are more 
than happy to cross-dress as a woman pro- 
tagonist, women may be put off by this rein- 
forcement of the Barbie physique stereotype. 

As wonderful as Lara is, the game would be 
another exercise in character marketing over 
gameplay (hello Crash Bandicoot) if it weren't 
for the level design. Never before have you 
experienced a better sense of "I can't wait to 
see what lies around the corner" than you'll 
find in this game. On the third level, the "Lost 
Valley,” you'll literally jump out of your shoes 
when you encounter a surprise inhabitant. 
The levels are massive (a map feature would 
have been appreciated), and full of nooks and 
crannies to explore. The secret areas aren't 
found by running along walls trying to find 
secret panels; instead, you'll find them by 
exploring the fringes of a level, looking for 
caves only accessible by insane leaps or weird 
combinations of jumping and climbing. The 
level design so immerses you in the game 
world that you may find yourself running 
around your house or apartment doing back 
flips while looking for hand grips so you can 
scale your walls. 

Where Tomb Raider differs from other 


games of its type is in the fact that there are 
actual puzzles to solve, even if most are still 
of the "find the key to open the door" variety. 
You'll also spend a lot of time experimenting 
in rooms with different action techniques, 
looking for cracks in the walls you can use to 
climb with, and generally throwing your 
body around in all directions, hoping you'll 
stick to something. 

This is fun for one, as there's no multiplay- 
er play at all (appropriate for a game which 
is predominantly exploratory), and those 
testosterone-addled teens who get off on 
graphic violence and body count will be dis- 
appointed by the gratuitous lack of both of 
them. This doesn't imply there's a lack of 
action; on the contrary, each of the 15 levels 
can take hours (maybe even days) to figure 
out, and all are full of death-defying leaps 
and mind-boggling stunts. 

Who won't like this game? Let's start with 
PETA activists, because your main targets in 
the game are wild animals (how they man- 
aged to get into these sealed tombs is anoth- 
er story). The levels are full of wolves, lions 
and apes, and killing them in their natural 
habitat (remember, you're invading their ter- 
ritory) is a bit disturbing. Where are those 
Nazis when you need them? 

Purists of perfect 3D will find a large num- 
ber of holes in the 3D engine. Contrary to 
early reports, it's not better than the one 


COMPUTER GAMES 


found in Quake. It breaks up a lot, polygons 
will occasionally disappear, there's a lot of 
bitmap tearing and clipping problems (Lara 
will often appear to be one with a door or 
ledge). A high resolution mode is present, 
but few machines can handle it (the game 
didn't ship with promised 3D card support, 
which is only a criticism for those who cur- 
rently own one of the supported cards). 
You could make an argument that the 
underrated Fade to Black blazed this trail 


almost two years ago, and it's not hard to 


wish that someone would actually throw 
compelling story into the mix, but neither of 
those things keep Tomb Raider from being 
anything but an unqualified success. Without 
the lure of multiplayer compensating for 
sloppy or uninspired design, it focuses on 
what has always made games great: game- 
play which delivers a roller-coaster ride of 
thrills, spills and chills. — Steve Bauman 


Duke Nukem 3D 
Atomic Edition/Plutonium Pack 


а 


3D Realms 
Dos 
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Well, the Duke's back for an official encore 
presentation. Available in two flavors, the 
Plutonium Pack add-on for the original or 
the full fledged Atomic Edition, both come 
with Duke Nukem 3D version 1.4 and a new 
episode, titled “The Birth.” It takes you 
through another 11 action packed levels 
which serve to remind us why the original 
was so good to begin with. Duke Nukem was 
and is a much more interactive game than 
Quake, and a lot of these levels serve to illus- 
trate that fact. 

Duke's latest mission has him doing what 


he does best: stomping alien butt through a 
variety of zones which pay homage to (or is 
that rip-off?) such movies as Mission: 
Impossible, Aliens, Independence Day and 
other icons of popular culture (including the 
Postal Service and the DukeBurger joints; the 
latter literally serves dog food). Oddly, how- 
ever, there is a conspicuous lack of, well, 
babes in this new episode, despite such level 
names as "Babeland" and “XXXStacy.” Since 
the Plutonium Pack has stiff [ooh, bad pun 
-ed| competition between third party add-on 
CDs and the tons of extra levels on the net, 
3D Realms has made this official mission 


disk the only way to get the 1.4 upgrade. 


These levels also carry more weight since 
they were actually created by the guys at 3D 
Realms. The levels are pretty good too, and 
show some very keen use of the Build 
engine's ability to create levels over levels. 
The downside of upgrading however seems 
to be that version 1.4 is not compatible with 
the previous version 1.3 for multiplayer 
games (this was tried numerous times over 
the Internet to no avail) 

Also included with this pack is the official 
Duke Nukem screen saver, jig saw puzzles 
and desktop themes, and, as part of the Build 
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№. Duke Nukem 3D: Atomic Edition № 


Engine 1.4, the Duke tag multi- 
player game, wherein you and 
your fellow Dukers try to tag cer- 
tain parts of their opponent's side 
of the level all the while blowing 
up enemy teammates and avoid- 
ing getting yourself blown up in 
the process. There are a couple of 
new monsters (including a devil- 
ishly tough Alien-lookalike), a 
new Alien Queen end boss whom 
you'll face in an underwater lair, 
and plenty of new textures and 
landscapes (including, finally, 
those darkly ominous skys that 
Doom and Quake have). Only 
one new weapon is included, the Microwave 
Expander, which makes the enemy grow then 
explode into a gory mess. The levels seem a 
bit more puzzle based and there are even a 
number of devious, inescapable traps to be 
found. New opening and endgame cut scenes, 
and a lot of new Duke phrases have been 
added as well. 

This upgrade should be appealing to those 
who enjoy using the Build editor because of 
the new textures and weather effects. Overall 
these levels are solid and very tough, though 
the original levels were, on the whole, decid- 
edly better. Suffice to say, 


you're a Duke 
fan, then you'll probably want to pick up the 
Plutonium Pack. – Jason D'Aprile 


Hunter Hunted 


Sierra 


Windows 95 


ЖЖ ЖУСУ 
Sierra's made a conservative re-entry into the 
action game genre with the release of Hunter 
Hunted, an old fashioned 2D side-scrolling plat 
form game. While they've been down this road 


before, with games like the oldie Jawbreaker 
and the best forgotten Thexder 95, Hunter 
Hunted comes from their new kaa division, a 
spinoff from Dynamix. While Hunter Hunted 
shows a lot of sure-handed gameplay and atten- 
tion to detail, it ultimately is unable to tran- 
scend the genre and lacks the crucial multiplay- 
er features and level building utilities that could 
make it a cult favorite a la Abuse 

The game ships with a generous 100 levels, 
some multiplayer specific, most featuring the 
usual “find key X to open door Y to proceed to 
the next level” sort of gameplay. Some levels pit 


А Hunter Hunted 


you against another inhabitant, which is where 
the game takes on a minor fighting game angle 
as you either hunt your computer (or human) 
opponent, or are the hunted (sounds like a 
good name for a game). The graphics are excel 
lent and highly detailed (with one caveat men- 


tioned below), but the game annoyingly pauses 
every time the CD-audio switches tracks (which 


happens at the start of every level) 

The gameplay is typical run, jump and kill 
from the usual side view. The main view of 
your character also zooms in and out depend- 
ing on the location (and your proximity to 
objects in the gameworld). It’s exciting to 
watch, but once again a technical doo-dad has 
come at the expense of actual gameplay. The 
characters are small to begin with, but when 
they zoom out they get so tiny that controlling 
them becomes even more difficult. One of the 
best features of the game is the excellent tutori- 
al. The first 20 levels (which you can skip) each 
have simple goals that introduce every feature 
of the game one at a time. 

Unfortunately, the multiplayer play is lacking, 
featuring a machine-straining split-screen mode. 
This is not a popular option; PC hardware limi- 
tations really necessitate network and multiplay- 
er play. Oh well, maybe we'll see it in the 
inevitable Hunter Hunted 2. — Steve Bauman 


CyberGladiators 


Sierra 


Windows 95 
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Just as the recipe for great cookies spans the 
core ingredients of sugar, flour, and butter, 
the recipe for a great fighting game dictates 
special moves, gratifying death throes of 
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opponents and a soundtrack that sets most 
pacemakers on stun. CyberGladiators, from 
Sierra On-Line's new kaa division, may not 
win the blue ribbon at the fair, but it doesn't 
belong at the nurse's station, either. 

Building on a foundation of highly detailed 
polygon warriors, this post-apocalyptic game 
tickles the adrenal glands into a feeding fren- 
zy, thanks to a vast repertoire of punching, 
kicking, slamming, slobbering and severing. 
One of the welcome differences between this 
and other fighting games are the additional 
dangers each arena houses, in the form of fly- 
ing spears, barrels, and crates. All can be used 
to your advantage, but are just as accessible 
to your opponent, who will gladly turn your 
gladiator into a ten ton lava lamp. 

Combat is fast and furious, despite the 
somewhat sluggish response from your on- 
screen character (with a 3Dfx-based card, 
however – supported directly in Win95 with 
Direct3D — frame rate ramps up to 60fps, 
rivaling the fastest arcade fighters out there). 
Multiple moves are tough to time correctly. 
When they do occur, the results are no better 
than a swift series of single moves. In a lethal 
mistake that plummets CyberGladiators right 
out of the arena, most characters have one 
specific move which, if repeated in rapid suc- 
cession, will defeat almost any foe. Once 
found, that special move opens the gate for a 
rapid ascension through the ranks to certain 
victory. The game touts “enemies that learn 
your fighting style.” It's obvious these guys 
are playing hooky. 

Start off with an appetizer of Mortal 


Kombat. Fill your plate with two or three of 
the current fighting games on the market 
Then, dish up the main course of Virtua 
Fighter 2. И you're a good kid, and finish up 
your plate, you can have CyberGladiators for 
dessert. By then, though, you just might be 
too full. – Tim Royal 
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Virgin Interactive Entertainment 


Windows 95 
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A cross between the classic street games Tag 
and Capture the Flag (which is also a sum- 
mer camp game — the winner becoming 
exempt from singing Kumbaya that night), 
this deceptively simple game originally 
debuted as Eurit. "Tag! Eurit!” Get it? 
Perhaps not enough of us did, since it obvi- 
ously warranted a Slick New Title®. 

You are Axxel, a freelance explorer who is 
investigating strange occurrences in the once 
safe Gridonian Asteroid Field, where ships 
have recently begun disappearing. You and 
your good friend Tara reach the site and notice 
a deserted ship. Leaving Tara at the controls 
(the macho way to go), you disembark and 
enter the other vessel. Surprise. It's an under- 
world of many levels, ruled by the evil 
Empress Vorga. And before long... you're It. 

The game structure is simple: we have multi- 
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ple levels, each of which is 
ruled by one of Vorga's war- 
riors, who sport warrior-like 
names such as Krosh or 
Minox (action game warriors are 
never named Bruce or Ann-Marie). 
The levels are grids full of flags, 
traps and the usual power-ups and bonuses. 
Each level (three of which comprise each of 15 
ages”) has a predetermined number of flags, 
which must be captured to win the level. The 
first player to reach a flag captures it, and the 
other player is then “It.” Whoever is It must 
chase and tag the flag-capturer, and the roles 
are then reversed. The first to procure the 
required number of flags wins the level. Use of 
weapons and magical spells enhances your abil- 
ity to gain control. Simple? Sure, the first five or 
six stages are child’s play... then the fun begins. 

The upper stages are not easy-more aggres- 
sive opponents, new traps and peculiar physi- 
cal phenomena pose ever-mounting obstacles; 
and new tricks appear at every turn. 
Increasingly fast-paced, the game can become 
highly addictive, and two-player mode adds 
that “Gotcha” factor. Although its addictive- 
ness is a very important element, Grid 
Runner's primitive graphical quality pales in 
comparison to some of the competition. The 
monsters are hokey, and players looking for 
highly intricate settings with Descent-quality 
3D mapping might be disappointed. 
Nonetheless, addictive it is-and for most, that 
will be the whole point. — Cindy Yans 
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If only someone would come up with an 
original idea for a racing game. Here’s a per- 
fect example of a game that does everything 
exactly the way you would expect. You have 
races. You get powerups. You win money. You 
upgrade your car. Repeat cycle until you're 
either sick of the game or move on to the 
next game that offers all the same features. 

First, let's give credit where credit's due. 
Death Rally does offer excellent playability, 
despite its religious devotion to all of the 
boring conventions arcade games seem to be 
stuck in. It's all very silly, but it all works 
supremely well 


The view of the race is overhead, and you 
can arm your vehicle with weapons to take 
out the opposing drivers. Special missions 


can be offered for ex 


cash; they range 
from picking up track-side drugs to wiping 
out a fellow driver. There are six vehicles to 
choose from and 18 tracks, which are too 
small to be particularly distinctive (it's pretty 
tough to tell a lot of the tracks apart). Four 
player network and two player modem play 
is supported, and it's proving to be quite 
popular on Kali. 

Special cross-marketing credit must be 
given for having "Duke Nukem" as one of the 
opposing drivers. If he wins a race, you get a 
“Hail to the King, baby,” which must make 
all of the little kiddies giggle with delight. 
You can "Race Against Duke Nukem" (as the 
box says), but he's just another anonymous 
driver, just as this is another anonymous 
game. Next. – Steve Bauman 
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If you’ve been waiting for an opportunity to 
buy a new game to make sure the plain vanil- 
la VGA mode of your graphics card works, 
here it is. It's probably one of the last of the 
die-hard VGA games. It looks terrible. 

If looks don't matter to you, though, — 
find a different game to play anyway. This is 
shooting gallery gaming at its absolute worst, 
with all sorts of folderol overhead you have 
to wade through to get to the main action of 
the game. Way too much time and energy 
must be spent choosing missions through an 
elaborate game-within-the-game pattern 
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Time-travel to tbe 

BEBE days when naval 
lM/ power was beld 
by great sailing 


vessels... 


* Head-to-head play via LAN, 
Internet, and null-modem 


* Full musical score and 
quality digital sound effects 
** 3D Rendered Cut Scenes 
* Easy to use interface make s 
it simple to learn and play . 
* Exciting 17th Century Na 
Combat and Strateg 


k Support for high screen 


resolution: 
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For more info: 
1.800.634.2633 / 1.510.623.1100 


Free Playable Demo: 
www.megamed.com 
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matching system, ostensibly to flesh out the 
you-are-a-bounty-hunter-and-detective fic- 
tion, but really to give you something to dis- 
tract you from the terrible game play. 

What's so terrible about it? It's been done а 
million times before, and has looked much 
prettier, and has been done more subtly. If a 
target is shot and it's behind a window, you 
should see that window glass at least get a 
bullet hole in it; if there's a sustained fire-fight 
between you and an opponent, there 
should be some collateral damage as a 
result. None of that happens here. At 
least the quantity and variety of oppo- 
nents improves a little over time; but 
just a little. Any fiction-making 
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attempted gets quickly demolished by the fact 
that you can survive onslaughts of 20-30 
opponents with little or no real damage to 
yourself (your weapons may overheat a bit). 

Looking more like Wetlands than anything 
else, but without even any of that game's 
wonderful cut-scene cartoon animation, this 
one's just a small step away from being a 
shareware release — and not a very attractive 
one, at that. — Steve Wartofsky 


Pinball Builder 


21st Century Entertainment 


Windows 
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People who've been gaming since the days of 
the 8-bit machines like the Atari 800 have 
probably at least heard of, if not played with 
for hours, Electronic Arts’ Pinball Construction 
Set. Not only was it a great little pinball game, 
but it was the seminal product in the “build 
your own game" category. Pinball Builder from 
21* Century is a modern-day PCS, aiming 
directly for the hearts and minds of those who 
love pinball or love to fiddle without program- 
ming; in some ways it surpasses the old clas- 
sic, but in others it falls far short. 

If PCS was a toolkit, Pinball Builder is 
almost the whole hardware store. While only 
six types of active objects are available (touch 
pads, jets, kickers, etc.), a huge number of dif- 
ferent objects are present for each type, and 
you can even add new variants to the libraries. 
Hard-core pinball players will delight in the 
many modifiable properties objects can have: 
scores, bonuses, lamp connections, etc. Many 
sounds and graphic decals are available, or 


you can import your own. Once you've learned 
the interface, choosing and placing objects is 
relatively easy (although drag and drop of 
already placed items isn't directly supported). 
Once designed, games can be played either 
in Windows or DOS; Windows mode doesn't 
involve switching, but DOS mode (which runs 
easily from Window 95) provides some more 
pinball-like displays, and may also be faster on 
older processors. A game recorder is 


included so you can play back your best games; 
it would have been more useful if you could 
restart play at some point during playback. 

The big flaw in the package has to do with 
the limitations placed on your designs. Th 
are eight basic table designs (with four vari- 
ants each); no designing your own ramps 
and tunnels (i.e., basic structures) here! This 

yas perhaps the best feature of PCS, and it's 
incredible Pinball Builder doesn't emulate it. 
Even worse, on the tables you are given, 
you're usually limited 
place most objects; for example, most 
bumpers can only be placed in the lower part 
of the table in a narrow area. True, there 
may be technical reasons for this, but it's 


to where you can 


frustrating nonetheless. 

All-in-all, Pinball Builder is more like 
"Pinball Remodeller" (This Old Pinball 
Table?); there's quite a bit an avid tinkerer 
can do within the basic structure, but don't 
expect to be building something completely 
new. — Scott Udell 


Cold Shadow 


in his latest adventure, Cold Shadow. 
Working with an already extensive line of 
kids and adult kids software, the designers at 
Disney found a new hero to rally around. 
Maui Mallard's quest involves returning the 
mysterious Shabuhm Shabuhm idol to a 
powerful shaman guarding the island. In typ- 
ical side-scrolling fashion, Maui jumps, ducks 
(sorry), and wields his weapons across a 
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variety of locations, ranging from man- 
sions to dark jungles. No location is so 
much like the others the feeling of 
redundancy sets in. 

Behind a flawless soundtrack of reg- 
gae rhythms, Cold Shadow gets under 
the skin in short order. It's the kind of 
game you swear to play for a couple 
minutes, then discover that aliens have 
stolen an entire hour or two of your 
time while you played those few minutes. 

Not satisfied with being another typical 
side-scroller, the game adds neat surprises, 
like Maui's ability to turn into a ninja duck, 
complete with advanced whipping abilities. 
Populating the levels are all manner of 
unique and comical villains ready to feed 
that need to quack a few heads. 

If there’s anything to complain about, it 
would rest in the fact that everything in the 
game has been done before. Many times 
before, actually. The vintage graphics (i.e. 

VGA) aren't up to speed with the current 
standards, either. 

Don't be fooled, however. Duck Nukem, 
er... Cold Shadow is a fantastic, fun, heart- 
warming game which will entertain kids of 
all ages. The Shadow may know what evil 
lurks in the hearts of men, but Cold Shadow 
knows what lurks in the heart of making an 
entertaining game. — Tim Royal 


Pray for Death 


Virgin Interactive Entertainment 


Disney Interactive 


005 


Windows 


kk KI 


What happens when you mesh the li 
ed warmth of Walt Disney with the ultra-vio- 

lent and hopelessly outdated Teenage Mutant 
Ninja Termites? You get Maui Mallard starring 


KKK ox 


You have to wonder about the motivation to 
create a product whose sole existence is to 
rip off another well established title. Ah yes, 
money, that frequently spoke of but seldom 
seen thing writers tend to find themselves 
dreaming of acquiring someday ... Anyway, 


COMPUTER GAMES 


Pray for Death is a straightforward 2D fight- 
ing game with rendered characters (as seen 
in Killer Instinct) and play controls some- 
where between that game and Mortal 
Kombat, which is something like sz 


ing 


someplace between trivial and mediocre, but 
works well enough for millions of arcade 
hounding boys, so why complain? 


As far as PC fighting games go, 
however, Pray for Death, despite its 
clone-like nature, is decent. The eight 
characters (including a killer military 
robot) all vying for a second chance at 
life are fairly interesting, the bosses, 


Death himself, and Pain, a vicious sub-bc 
are neat, and playability is fair as well. The 
game is tough, and control is sometimes 


jerky. The ease of performing special moves 
(and even regular moves) will likely depend 
entirely upon your control pad (don't even 
bother the keyboard. 

The game has minimal zooming in and 
out, and the graphics, while good, are all a 
bit on the fuzzy, pixellated side. The rendered 
fighting arenas look good and the cha: 
are mildly diverse, but the fighters seem a bit 
stilted, making them seem more animatronic 
than animated. Possibly the best thing about 
Pray for Death, oddly enough, is the great 
soundtrack. The ambient musical tracks in 
the game seem almost too good for an other- 
wise very average fighting game. 

Pray for Death has a moodier and darker 
feel than Apogee's Xenophage, an all 
humanoid cast, and is mildly more story dri- 
ven (very mildly). It’s an okay game, falls 
well short of the quality seen in the current 
crop of 2D fighters in the arcade and on the 
consoles. Not bad, but certainly nothing 
great. — Jason D'Aprile 
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COMPUTER GAMES 


Toy Story 


Disney Interactive 


Windows 
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From Disney's "Power Play" line of PC action 
games, Toy Story is a direct port of the 16-bit 
Sega Genesis platform game. On that moribund 
platform, it was the last of the great run and 
jump games, a final release which showcased 
everything the Genesis was capable of. While 
the graphics and animation were astonishingly 
good (for the Genesis), its gameplay was still 
eclipsed by a classic like Earthworm Jim. 

On the PC, Toy Story is less successful, if 
only because the standards of the PC are a 
wee-bit higher (ports, however good the 
source, are somewhat doomed when the new 

* Bug! 


А Toy Story platform is not taken 
advantage of). It lacks 
the visual and especial- 
ly aural pizzazz PC 
gamers take for granted, as the conver- 
sion sticks too closely to the source (it 
doesn't use any more colors than the 
Genesis version, and the audio is partic- 
ularly scratchy). The gameplay is still 
solid, so Toy Story is a good, non-vio- 
lent game for kids and fans of the film. 
The rest of us are probably moving on 
to the next-wave of platform games, like 

S 's Hunter Hunted. — Steve Bauman 


Baku-Baku 


4 Baku-Baku 


all games of this type) the first side to fill to 
the top with fruit and animal head blocks 
loses. In one player mode you play against var- 
ious goofy characters of different "intelligence" 
levels, but (and this is the really commendable 
part) Baku Baku also offers two player modem 
and TCP/IPX network mode, in addition to 
accommodating two players on the same PC, 
so that if you find that one other person who 
bought the game, you can connect to him/her. 
Baku Baku throws in rendered graphics, some 
interesting 3D effects (like the way the animal 
heads chomp the fruit when they connect), 
and plenty of really goofy sound effects. On 
the downside, there's no straightforward one 
player, non-competitive mode, and in the one 
player arcade mode there isn't a continue 
option to let you try again on the level you lost 
at. Also, despite what the box (and even the 
manual) says, there is no Internet multiplay 
option, which is a disappointing oversight. 

So, if you're feeling a little depressed 
because your life seems devoid of a good 
Tetris clone, then by all means seek this 


game out (or therapy). — Jason D'Aprile 
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Sega Entertainment 
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Sega Entertainment 


Windows 95 
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If there is actually a game which has been 
more over-cloned than Doom then it's proba- 
bly Tetris. Countless revamps, rip-offs and just 
plain awful ideas have been spawned from 
Russia's prodigal son of the electronic gaming 
world, and Sega 


as thrown several into the 
mix as well, the latest of which, Baku Baku, is 
now available for your PC. Baku Baku is Tetris 
with animal food. Basically, the idea is to get 
strings of touching like-foods (bananas, bam- 
boo, carrots...), then get the proper animal 
head (monkeys, panda, rabbit: 
respective dietary mainstay, thus allowing it to 
chow down, making your side of the board 
thin out and your opponent's thicken up. 

Oh yes, Baku Baku is very much dependent 
on head to head action, wherein (like virtually 


) to touch its 


KKK 


Hmm. It’s hard to sit down to play a video 
game whose hero probably has cousins 
encrusted on the radiator of your car... but 
anyway, another in Sega’s marathon of con- 
sole portovers, Bug! is a side scrolling, hop ‘n 
bop platform game with a pseudo 3D aspect 
to it, but very standard control mechanics. It 
was one of the first Sega Saturn titles and is 
actually quite humorous and fairly entertain- 
ing in small doses, though decidedly aimed 
at the youngsters; all of the characters are 
goofy looking 3D rendered insect-things, the 
game's main character sounds like a ten year 
and the gags are just crude enough to keep a 
ten year old's interest for long enough to get 
through the game's decently sized, sometimes 
extremely challenging 18 levels (but not 
crude enough to warrant concern). 
Unfortunately, Bug! suffers quite a lot of 
graphic degradation in low-resolution modes, 
and the game tends to run rather slow in 


high resolution modes, though graphics are 
serviceable regardless. But hey, it runs great 
in a window. Some of the levels are actually 
quite entertaining and there are a lot of 
annoying spaced-out jumps to make, weird 
laugh-out-loud (well, chuckle anyway) bosses 
and animations, even some good one-liners 
(especially the Bug-Juice opera cry). In the 
end the 16-bit Sonic the Hedgehog games 
were more interesting, creative and on the 
whole, more fun then the 32-bit Bug! when 
compared on their native console systems, 
and this is a fact that isn't likely to change 
on the PC. Still, Bug! is a fun platform game 
with some neat show-off gimmicks that's 
great for the kiddies. — Jason D'Aprile 
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Road to Nowhere 


How cheap is talk? 


ne reason for the popularity of the 
“virtually creatureless world" style of 
adventure (think Myst) is that we are 
so often frustrated by the conversation systems 
encountered in more highly populated envi- 
ronments. So many ways to handle the integra- 
tion of creature interaction are possible, both 
in the design and in the program- 
ming, that it must be difficult to come 
to a decision about which one will 
best serve the material. 

One of the most diffi 
game scriptwriter must face is how to 
juggle a grapefruit, a bowling ball 
and a pistachio nut, all the while 
turning handsprings and whistling, 
Swing Low, Sweet Chariot. You have 
to: a) tell the story; b) develop cha 
acters; and c) maintain mood and 
pacing, all in a medium which is 
often questionably suitable for pas- 
sive participation. 

Adventure gaming demands inter- 
activity. How many times have you 
wanted to tell the on-screen character to, "Shut 
up and let me play!” Certainly we know we 
have to get plot exposition somehow. 
Intelligent gaming sometimes also requires us 
to climb inside a character's psyche in order to 
plan our strategy or make cogent choices. But 
when we sit there at 3:00 a.m. (and you know 
you do, so don't deny it), bleary eyed and 
somewhat spaced, it becomes even more 
important to be able to play actively, not listen. 

So what works well? Interactive dialogue 
trees with reasonably short snippets can some- 
times be effective. In the olden days, Lucasarts' 
Тре Secret of Monkey Island did an extraordi- 
nary job with dialogue trees; short, to the 


cult tasks a 


point, humorous, and the player's choices were 
often meaningful to gamepla’ 
more recent models have mixed results. It 
should be unnecessary to click through every 
piece of available dialogue each time you 


Some of the 


encounter a character. Repetition is very 
annoying. Cyberflix solves this with *smart" 
conversation, during which the AI recalls previ- 
ous interactions (in Dust and Titanic, for 
example). Broderbund's In the Fir 
game which is entirely conversational, and its 
pull-no-punches interface works perfectly for 


Degree is a 


this type of experience. 

Third-person games provide even more of a 
challenge to writers, since the player him/her- 
self is not offering the dialogue. Instead, we 
are watching scene after scene of OPC (Other 
People's Conversations), and it takes a good 
deal of skill to remove the boredom from this 
activity 
suffers from what seems to be interminable 


Virgin's gorgeous-to-look-at Toonstruck 


dialogue in many 
spots, turning 
what could have 
been a fast-paced 
romp ofa game 
into a trial of the 
player's patience. 
Circle of Blood, 
on the other hand, overcomes the use of a 
technique which I normally find uncomfort- 
ably repetitive, involving the usual pattern of 
"talk to person A about X then talk to person 
B about X then talk to person C...,” but some- 
how the writers have managed to keep each 
interaction fresh enough that it works any- 


ма 
іп Take 2/5 Ripper, as painful as it is to watch 
the acting, the video sequences are relatively 
short, to the point and generally informative. 
Finally, anyone who does not provide 


. not an achievement taken lightly. And 


interruptable dialogue at this stage in the 
development of multimedia gaming creates 
automatic potential for consumer burnout 
and product dissatisfaction. The third time 
through is no longer amusing. Once a gamer 
becomes "seasoned" (and there are a growing 
number of us), it's not as easy to keep 


him/her entertained at the small screen. We 
do appreciate the sticky position of product 
developers who are pushing technology to 
the limit each day in order to bring us more 
realistic experiences, but hope they will keep 
in mind that those who are expecting consis- 
tent interactivity may have the attention span 
ar-olds. We simply 


and patience of two- 
can't help it. 


by Cindy Yans 


Savvy writing saves Circle of Blood 
from coagulating 


[2] Even Christopher Lloyd couldn't pick 
up the pace for Toonstruck 


[3] Amber: Journeys Beyond - belated kudos 
[4] In the First Degree — dialogue says it all 


[5] Cyberflix's Dust enjoys a conversation 
system that's just a bit slicker 


Squeezing the last drop of 

blood out of the engine 

PF Magic's latest mutation of its Petz engine 
brings us Oddballz, another interactive comput- 
er toy giving humans and creatures more oppor- 
tunities to make the most of that coffee break. 

It features about seven eggs, which hatch 
into peculiar creatures looking and acting 
suspiciously like the Catz and Dogz of days 
gone by. But there is enough 
new here to make the 
product yet another 
charming must-have for 
those of us who love this 
sort of thing. 


Erratum 
We (nonchalantly but unwittingly) 
omitted a Stamp of Approval from our 

Issue 72 review of Amber: Journeys Beyond, 
a haunting and compelling pilgrimage 
outside the reality of our drab, wretched 
lives to explore supernatural realms of 
wonder and suspense. 

Apologies to its creators, folks who truly 
felt the impact of the cast and crew of The 
Love Boat. Amber is now available for 
Windows 95. m 
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THINK FMV SUCKS? 
THINK AGAIN. 


Think about fast, seamless 


adventure, puzzles and 


15 frames per second _ special effects! It's all in 


video- even on a 2X drive! 


Think about an Immersion —the new game that's 


Engine" projecting live so fast, so interactive 
action so fast you'll you're killed 6 times in 
make split second the first 10 minutes. 


decisions just to If this game doesn't 


stay alive. Think 
about 5 CD's 


change the way 


you think about 
FMV* nothing will! 


* Full Motion Video 


NOT CONVINCED? GET THE FREE DEMO. 


YOU'LL MEET THIS GUY. HE'D LOVE TO REARRANGE YOUR JAW WHILE 
SETTING YOU STRAIGHT. CALL 1-888-GET-DEMO WHILE SUPPLIES LAST! 


packed with 


Yeah, they're beautiful babes These marauding kingsmen Up for a little face stomping? 
in fur bikinis. (Unfortunately, need a hand. (Your hand! (Before Geebo — yeah you 
they want to kill you!) And then they'll kill you.) guessed it — kills you.) 


A FORK IN THE TALE. 
A HILARIOUS LIVE ACTION ADVENTURE. 


j^ = 3 
dr ars mn 


Rob Schneider as the 
voice of the hero. ENTERTAINMENT 


www.anyriver.com 
AnyRiver Entertainment Fork In T ale" are trademarks of AnyRiver 


Call 1-800-771-3772 
for Game Rating Information. 


Boots of Re 


by Andy Backer 


Unca undertakes more royal quests and saves Exile 


Dragon Largo (another tale about the 
dragon who thought he was Bogart) 
once took Beata to Dragon Largo, a 
| vacation hideaway in the Florida Keys 
not too far from Margaritaville. She had 
taken to calling me Rick, by then. I still 
called her Slim, but we became better 
known by other names because of the hurri- 
cane. The tourists saw me scrambling to 
find a safe place to hide during the storm 
while Beata just slept through it. Now we're 
known as Boogie and Banal. 


Hot & Not 
Daggerfall, rightfully, was overwhelmingly 
the most popular role-playing adventure dur- 
ing October/November. Albion was in second 
place while Nemesis, sporting superior SVGA 
graphics, came in third. 

Lighthouse was the most popular puz- 
zle-adventure, although TimeLapse was а 
close second. 


Exile: Escape from the Pit (part two) 
Exile is a shareware role-playing game, simi- 
lar graphically to the early Ultimas (which 
may be a turn off for some). Contact 
www.outreach.com/fantasoft. 

Major Spells: Slow Group is in Formello; 
Heal All, Major Heal, Destone, Major Haste 
and Group Fear are in the Tower of Magi 
(ask X about “Boutell” and talk to 
Throndell); Major Blessing is on the top 
floor of the Nephilim fort; Dispel Barrier is 
in Fort Dranlon (Mirewen wants the slith 
tome from the slith town in the swamp on 
the other side of the river in exchange); 
Protection is in the ogre mage's bedroom in 
the Ogre Cave (near the Tower of Magi). The 
Tower of Magi (south from Silvar and then 
east) has the Blessed Athame (hidden behind 
a secret door in the east wall of the lava 
room). Make sure you buy and equip the 
rings and cloaks for sale here. 

The tip of the Demonblade is hidden in 
the Crypt of Drath (not Death) in the 
Waterfall Maze south of Stagnant Caverns. On 
the second floor, push two buttons (hidden 
northwest and southwest) to reveal stairs to 
the third floor. Go through the east teleporter 
three times and search the east wall for 
secret doors. Kill the undead and go south to 
find the teleporter to the stairs up. 

An Onyx key is in the Slith Fort north of 
Slith Castle island. Take ‘Thss’s head to 
Micah and ask about “mission” to be 
rewarded. Leave the room, come back and 
type “mission” to get Micah's next quest. 
Micah sends you to Fort Remote where you 


An Onyx key is in the Slith Fort (enter the cave) 


battle demons. Return to Micah to get your 
last mission. 

To release Grah-Hoth go to Skaragoth 
with the Blessed Athame (take a boat to 
Spire and walk southwest). Enter the fort 
and trigger the two buttons behind secret 
doors in the north and south to open the 
gate to the east. Enter the 
outer prison of Grah-Hoth. A 
secret wall in the southwest 
leads to a button that turns 
off the first of two teleporters 
in the northeast wall of the 
inner prison. There you'll 
find a secret door to Grah- 
Hoth's flask. 

Row to the square south of. 
the sign "The Waterfall 
Warren" at the beginning of 
the waterfall maze. Go five 
west. two south, three east, 
three south, three east, three 
south, five west, one south 
and continue south over two 
waterfalls. Stagnant Caverns 
is to the east. One of the bod- 
ies inside (north) has Thraini's 
Orb (get it identified). 

Get the Giant Key from Giant Fort (row 
up river north of Slith Castle as far as you 
can, then walk west) to open nearby Giant 
Gate and go north. Row a boat west far as 
possible, then walk to the Tower of Grah- 
Hoth in the northwest. Use Thraini's Orb to 
fly over the large lava pools and the open 
chasm. Inside the tower northwest of the 
lava pool there's a boat you can use to row 
to the doors. 

Drink the water (in the east and west 
rooms) to lower the magic barriers in the 
north behind which Grah-Hoth and his 
horde of demons await. Concentrate only on 
killing Grah-Hoth, use plenty of Protection, 


CERCA 


d 


EM 


The Blessed Athame is hidden behind a secret 
door in the east wall of the lava room 


Bless and Haste spells. When he's dead, 
return to Micah and claim your reward 
Congratulations, you've now saved Exile. 


Sbohem (Czech for goodbye) 
Next time, we'll escape from Exile's under- 
world. m 


Party stats 


wm use 


$2500 — 74527 


OEA Те Та 


Load: Game loaded 
Load: Game loaded 


Use the boat in the pool of lava to reach the 
door to the inner chambers of the Tower of 
Grah-Hoth 
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FADING SUNS 


irect, 


SEGASOFT 
For a free Windows ‘95 demo or to order Emperor di 


RAMA 


Sierra 


DOS, Windows95 


Kk kK 


he two things which should be most 

important in adventure games are 

story (first), and puzzle design (sec- 
ond). The technology, the interface, the 
means of conveying these two elements 
should all take a back seat in the gamer's 
experience, ideally becoming intuitive 
enough to prove irrelevant to the gaming 
process. At least that’s one opinion. 

Sierra’s new sci-fi adventure, RAMA, based 
on the novel RAMA II, by Arthur C. Clarke 
and Gentry Lee, is clean enough in overall 
design to make the game eminently playable 
at this fundamental level. It also succeeds 
best mainly with the second most important 
thing. The ies of challenging-yet-logical 
puzzles scattered throughout the large game 
world prove varied enough to sustain interest 
all the way to the end of the game, even 
though the story element is pushed into the 
background more than you'd think it would 
be in a game based carefully upon an 
extremely popular, well-conceived and well 
written, er, story. 

This is the biggest surprise for anyone 
coming to the game anticipating a narrative 
extension of RAMA II, the novel; despite 
some enticing and encouraging early video, 
effectively integrated into the game and plau- 
sibly scripted and acted, the presence of oth- 
ers — human or alien — is sorely missed dur- 
ing most of the game. While the fiction of 
RAMA II does, after all, involve a sustained 
hunt for artifacts and information to unlock 
the mysteries of the sudden appearance of a 
massive alien spacecraft/world heading 
towards Earth, the best part of the novel 
invol Il sorts of human interaction 
around issues of teamwork, xenophobi 
struggles for power and love and attention, 
the effects of large-scale social ideas and 
issues upon the most intimate human rela- 
tionships, and more. Tidbits of that part of 
the RAMA story surface here and there, but 


for the most part, they've been excised from 
the core of the game. 

Is this an implicit commentary on the dif- 
ference between a novel and a computer 
game, an admission of the severe limitations 
of this latter medium when it comes to repre- 
senting human interaction, or simply a mar- 
keting decision to fall into line behind the 
massive success of Myst-style, object-oriented 
"adventure" game designs? Certainly no 
translation of written fiction into another for- 
mat can ever hope to capture the entirety or 


reviews 


the richness of the written experience; in 
movies based on fiction, at least, the effort 
(when the best translations are made) is put 
instead into focus upon the flavor of the 
world of the novel being translated. Some 
aspect of the novelistic experience is capture 
precisely and evocatively, and works well at 
the level it aims for. 

In this computer game, if the equivalent 
approach to translation is driving the deci- 
sions which have been made for the design, 
the suggestion then is that a computer game 
translation of fiction means pushing the 
human/social elements to the periphery, and 
making the machinery, the objects, the inter- 
action with inanimate things, the main focus 
of the experience. 

Again, at this level RAMA the game works 
quite well. If you're patient enough to work 
your way carefully, methodically, and thought- 
fully through each of the kinds of puzzle and 
object-oriented challenges you're presented, 
you'll find little if nothing here to frustrate 
you. Upon solution of most puzzles, you'll 
come away feeling satisfied you've had your 
intelligence (or at least cleverness) challenged, 
instead of your blunt willingness to overcome 


some arbitrary block of your progress, just to 
get to the next section. The only glitch at this 
design level is a time-based puzzle presented 
towards the end of the game (why des 
feel the need to throw such into adventures 


igners 


continues to perplex). For some, this one may 
prove a show-stopper; be forewarned. The 
door puzzles, though, based on pattern-match- 


[1] Nicely illuminat- 
ed...but does it 
sing? 


1211 have the feel- 
ing a subway token 
won't work here 


[3]1 finally fixed it, 
but it's pointing the 
wrong way! 


ing of certain of the many tiles you find scat- 
tered around the gameworld; the arithmetic 


puzzles, requiring your tran: 
counting, addition and subtraction problems 
into hexadecimal and octal-based numbers 
tems (and also into avian and octospider 
alien alpha-numerics); the object-combination 
puzzles, requiring use of various tools and ele- 
ments to make tools to solve certain problems, 


ation of simple 


some of which the game offers hints for in the 
course of play, all combine consistently 
around the fiction of working your way 
through a series of "tests" set up for all species 
aboard RAMA the spaceship, tests which are a 
prelude to encounters with the other species 
and an understanding of the meaning and 
purpose of RAMA. The logic of puzzle-solving 
as prelude to contact and social interaction is 
thus consistent at this level with the concep- 
tion of RAMA II the novel. 

All of the above is not to suggest that 
there's мо interaction or story; on the con- 
trary, from the very beginning you're intro- 
duced into a mystery, compounded by vari- 
ous secret messages passed you by the crew 
members of the human RAMA expedition. At 
one level the mystery is all-too-obvious: part 
of the crew simply wants to blow up RAMA 
and sabotage/halt the scientific expedition as 
soon as possible, and it's your job to uncover 
the plot and stop this from happening. At 
another level, the mystery of who the inhabi- 
tants of RAMA ~ in this game, the avians and 
the octospiders – are involves discovery of 


the means of communicating with other 
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species, through languages of musical sound 
in the former case and colored lights in the 
latter. This is the most fascinating and moti- 
vating part of the story presented. As long as 
you sustain the fiction that you're trying to 


learn how to communicate in alien lan- 
guages with alien species, the problems to be 
solved along the way maintain their impor- 
tance and interest. Lose interest in accom- 
plishing this task, however, and many of the 
puzzles and problems will lose their value for 
play, and their connectedness with the prima- 
ry task at hand. 

Finally, there's the mystery of RAMA itself. 
A legion of “biots,” huge, insect-like 
machines with rudimenta 


y intelligence, 
functioning primarily as the janitors and self- 
maintenance aspects of the RAMA space- 
ship/world, have to be comprehended, 
accommodated, avoided and made use of to 
get to the last parts of the game. As part of 
the scientific crew, your discovery and under- 
standing of the purpose of RAMA derives in 
some part from your unveiling the purpose 
of the machinery which makes RAMA go; 
your success in completing the game is ulti- 
mately based on this process as well. 

RAMA is certainly a complex, appropriately 
challengi 
sistently conceived and executed game world 
to work your way through, and will provide 
many hours of satisfaction if you stick with it 
Late at night, though, you may find the whole 
thing a pretty alienating experience (pun 
intended), as there's little in the way of com- 
munity or passionate personal interest to 
hook into as you play. And then there's Puck: 
one of the wittiest, most ingenious elements 
of the novel's construction, translated here 
into your help/hint device, with all the intelli- 
gence of a drowned rat. "That monitor seems 
to be turned off." "That machine is completely 
incomprehensible to me." Uh... thanks, Puck; 
can I blow you up now? Skip Puck; look for 
love interest elsewhere; and enjoy RAMA as a 
high-quality puzzle adventure, which does a 
good job of capturing the flavor of the 
mechanics of the RAMA world of 
Clarke's/Lee's novels. -Steve Wartofsky 


Phantasmagoria: A Puzzle of Flesh 


ng but not impossibly difficult, con- 


Sierra On-line 


Windows 95 


KKK: 


When the lights are out, and the fear pulses 
through our veins and we become cold, nau- 
seous, faint and suffer heart palpitations — 
well, what could be better than that? Those 
of us who are entertained by horror, truly 
entertained, are a diverse bunch. 
Dissimilarities abound, but the one thing 
which holds us together is the delicious tin- 
gling we get from the tremendous power of 
fear. Why this is true and what triggers our 
fears might best be discussed in Stephen 
King's Danse Macabre. But it remains that 
writers and directors in the horror genre 
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always strive to find our threshold of fear 
and push us one or more steps beyond. 

Phantasmagoria, Sierra’s previous attempt 
to stick us to the ceiling, had a pale and 
meager story, weak puzzles, mostly laughable 
special effects and some pretty bad acting. 
Phantasmagoria: A Puzzle of Flesh, the latest 
attempt, has as its greatest asset writer 
Lorelei Shannon. She has woven a very sus- 
penseful horror mystery with a plot which 
unfolds gradually 
er, uh, player guessing until the very end 
about what, exactly, is going on. If you know 
before Dise 4 (of 5) has ended what the cli- 
max will be, then you're truly psychic — or 
psychotic — or both. 

You control Curtis Craig, a technical writer 
for Wyn Tech Pharmaceuticals (actually, who 
or what really controls him is at the center of 
the plot). A quiet, young professional who 
has been out of the mental hospital for just 


and which keeps the read- 


about one year, Curtis has a good job, a 
steady girlfriend who loves him and a devot- 
ed best friend. Before you know him very 
long, however, things start to fall apart for 
Curtis. Strange, inexplicable things begin to 
happen, dragging him further and further 
away from his newly-acquired sanity. The 
Hetacomb, a deformed inhuman entity, pur- 
sues Curtis relentlessly, dredging up abomi- 
nations from his past and leading him to 
believe he is responsible for the recent prolif- 
eration of murders in the workplace. Curtis is 
now unsure whether or not he has commit- 


Phantasmagoria: 
A Puzzle of Flesh 


ted these 
murders; and 
so are we, 
The game’s 
focus is to 
learn about 
the history 
and future 
plans of Wyn 
Tech, to explore Curtis’ psyche, and to find 
an explanation for the disquieting events 
condemning him to a blinding hell on 
earth, To further expose the plot at this 
time would be a disservice to Ms. Shannon 
and to you, so let’s proceed with a discus- 
sion about A Puzzle of Flesh’s contribution 
to multimedia gaming 
Since it’s almost entirely composed of FMV 


g 


(which even in high-res mode looks as 
though we're viewing it through dishwater), 
it is difficult to know whether to evaluate this 
product as a game or as cinema. It tries to be 
both, and unfortunately, in both cases falls 


short. The video sequences have many prob- 
lems with continuity. Classic continuity issues 
exist, such as now-you-see-them-now-they re- 
gone props; but more annoying is that in 
order to enhance interactivity, the designers 
have chosen to break up single units of inte 
action into smaller video units. Clicking three 
or four times in succession on a character to 
get one conversation, or seeing Curtis enter 
the same space three or four times in a row 
to show one person three or four items is 
unnecessarily cumbersome. Inorganically 
"artistic" use of camera angles doesn't work 
well, nor do the first-to-third-person-and- 
back transitions. Special effects in most cases 
are grade-B-flick-esque. The acting is 
respectable here with few exceptions, espe- 
cially the performance of Paul Morgan Stetler 
as Curtis, who had every opportunity to over- 
do and didn't. Bravo. 

Again we're faced with the usual problem 
of incorporating puzzle design into an inter- 
active movie. Puzzles are either extremely 
easy and boring (use the screwdriver to open 
the desk), moderately un-intuitive (an early 
decryption puzzle requiring that you be 
focused on a very tiny snippet of conversa- 
tion) or completely "out there" (an endgame 
circuit puzzle comes from waaaaaay out in 
left field). 

It's possible to finish the game in 
less than ten hours, which some 
would say is hardly worth the price 
of the ticket. But let's look at the 
original premise...the crew behind 
this endeavor wants to scare you. 
They don't want you to plow 
through the thing in record time 
They want to offer an immersive, 
interactive experience which tells a 
gripping and disturbing story. And 
in these 


objectives, 
they achieve 
a modicum of 
Success. 

When I sit 
back witbout 
my eye-of- 
the-critic in 
place, I am 
affected by 
the material. I 
am disturbed 
by the vio- 
lence, insanity and child-torturing. Some of 
the visuals really do hit hard... and the 
music? Chilling. At times, I was scared — really 
So, is it excellent cinema? No. Is it 
riveting gameplay? Definitely no. But is it 
worth the trip? We'll definitely see a love/hate 
relationship here. Hard core puzzlers steer 
clear...unless you want just a tiny illicit a 
= with the dark. -Cindy Yans 
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How frustrating! Here’s what could have been 
a little gem of a game: 
out on its metaphorical last sea-cruise before 
WWI, aboard the fated Titanic; a riveting 
story of international espionage and spy 
intrigue, with you as the person to unravel it 
all; a beautifully, painstakingly wrought 
recreation of the environs of the Titanic, 
down to the last bed-stand and stairwell; an 
obviously well-researched understanding of 
the mood, style, accoutrements and attitudes 
of the historical period during which the 
game takes place; and characters in love, 
characters in distress, characters with various 
metaphysical and financial and personal 
agendas, even complex psychological pro- 
files, all wonderfully acted and completely 
believable. Sounds like a recipe for a stun- 
ning adventure game, fulfill- 
ing all the weakening hopes 
of even the most faithful 
adventure gamers for true, 
narratively intelligent and 
sophisticated adventure, no? 
Well, no. You see, here’s a 
case where the technology’s 
so much in the way it puts 
paid to any 
hope of fun 
with all of the 
above. The 
wonderful act- 
ing — handled 
admirably in 
the voice sam- 
pling for the 
game - is 
destroyed by a 
weird, almost 
Cubist/collage 
cookie-cutter 
approach to 
animating the 
digital imagery 
of the actors 
performances. 
Various 
bitmaps of different parts of each character's 
face moving are cycled through, to convey 
variations in expression, mouth moving while 
talking, etc. The effect is sufficiently informa- 
tive to let you know that most of the actors 
did a good job of acting physically as well as 
vocally, but disintegrates the mood and any 
involvement the player might have at that 
moment with the game and character. 
Characters you could almost be in love with 
instead leave almost nightmarish impressions 
behind, just because their bitmaps have all 
been cut up and shuffled. There Pas to Бе a 
solution somewhere between this and MPEG- 
1-quality crummy ЕМУ video. Agh! Number 


uropean aristocracy, 


Titanic 


One. 
Agh! Number Two is a little less unique to 
this adventure game; while we're fortunately 
pretty much freed from the almost schizo- 
phrenic/catatonic quality of the Myst-style 
gameworld (you know, where it's you as the 
only real consciousness and the rest is inan- 
imate, mysterious machinery?), the move- 
ment through the Titanic is still very Myst- 
like — or, more precisely, 11th Hour-like — 
which means you'll be angling constantly 
across open spaces in ways you'd never do 
in real life to accomplish simple ta 
Rather than slip between that chair and the 
table to get next to the chz 


racter you'd like 
to discuss the metaphysical nature of a dia- 
mond necklace with (he's only two feet 
away, mind you), you'll have to first turn 
left, walk past the steamer trunk, face the 
faucet, turn left again, head for the door, 
then turn around... by which point you've 
perhaps forgotten why you wanted to talk 
with the character in the first place. Sigh 
Past these two profoundly off-putting tech- 
however, lies an interesting, 


nological gaf 


gripping 
story, and 
a game world that's a real pleasure to partici- 
pate in. You've suddenly been thrown back 
into the past thirty years, as a result of the 
impact of a bomb in London during WWII, 
and you hope you'll be able to re-live the 
past and, this time, make the contact you 
needed to make back then as part of Her 
Majesty's Secret Service, to possibly thwart 
the chain of events which led to the sinking 
of the Titanic. As the game's story evolves, 
you find yourself caught up in the lives, 
intriguing and conflict of the other people 
you meet on-board, and have to resist being 
side-tracked from your professional pursuits 
as a Secret Agent. 


There's just enough inventory to prove 
reasonable for the situation you're in at 
any moment (no endless stacking of 
objects arbitrarily in abstract spaces; you 
carry a briefcase, and what fits reasonably 
in that briefcase can be put in there). Your 
butler aboard the Titanic – Mr. Smethells — 
serves as a guide and assistant, and func- 
tions as an unobtrusive help/hint system, 
through conversation with him. The con- 
versation system, by the way, is much like 
that in The Pandora Directive, simple and 
to the point. A map Smethells gives you at 
the beginning makes moving around the 
ship simple, so there's little aimless wan- 
dering to do. 

So what's wrong with this picture? The 
software design. Ain't it a shame: they finally 
got the adventure right. They finally got the 
story going. They crapped out with the tech- 
nology. Ah, well; some day we'll have both. 
May the people who wrote and acted and 
illustrated the backgrounds for this thing be 
the first to get there. -Steve Wartofsky 


Harvester 


Merit 
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Taking place in a subpar Lynchian (as in 
David) setting (think Blue Velvet minus the 
pretentiousness), Harvester puts you in the 
shoes of a young lad who’s lost his memory 
and thinks the key to 
finding it may lie in 
joining the lodge dom- 
inating the time- 
warped town of 
Harvest. As you 
attempt to pass the ini- 
tiation rites, you run 


across a series of odd 
characters, mostly 
ripped off from every 
Lynch film extant 
(there's a midget, 
though he doesn’t talk 
backward and dance in 
slo-mo). Upon joining, 
you'll discover the horrible secret of Harvest, 
and experience a dénouement which proves 
effectively disturbing. 

As you play this most typical point and 
click adventure, it’s soon clear the developers 
set out to create the Grand Guignol of gam- 
ing; it’s all severed heads and disembowel- 
ments. On that level the game is a success, 
but somewhere along the way they felt guilty 
and decided to add a point. As a morality tale 
about the origin of violence and serial killers, 
Harvester packs less subtlety than a thou- 
sand Oliver Stone films. Natural Born Killers 
is a sophisticated treatise on the nature of 
evil compared to this thing (as opposed to 
being a movie which gets the audience off on 
the director getting off on violence). 


Harvester 
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Seule in for a sizzling evening of STRIP POKER as this 
unique program pits your poker skills against Erika, Lana, 
Sherry and Claire. The more chips you win, the more they 
take off! Our latest enhancements found in Volume П of this 
computer classic include all new opponents and our unique 
Random Play feature— your opponents have up to three 
different outfits and there are many different poses at every 
level of play. The computer selects outfits and poses at 
random. Every time you play the game, you get a different 
sequence of images. With an average of over 60 poses per 
opponent, you will never lose interest even when playing the 
same opponents over and over again. And, of course, the 
graphics are our state of the art CCG 800x600 Super VGA 
Graphics. And, using the latest in CD-ROM technology, we 
are able to include an additional 24 opponents on this 
CD-ROM! They are available in groups of four and can be 
economically and conveniently ordered and immediately 
unlocked by placing a toll-free phone call! 


Requires IBM compatible computer, CD-ROM drive, 4 Meg 
RAM, Super VGA Graphics Card and monitor. 


SP Pro CD-ROM Volume П: $54.95 

SP Pro CD-ROM Volume I: $49.95 

SP Pro Disk Version: $29.95 

DATA DISKs for Disk Version (16 available): $14.95 @ 


1844 Penfield Rd Penfield, NY 14526 
(800) 828-6573 - (716) 385-6120 
info artworx.com (email) 
http://www.artworx.com (website) 


NOBODY PLAYS JUST ONE 
GAME OF STRIP POKER 
PROFESSIONAL... 


CD-ROM version features hi-res Super VGA 
graphics using our Crystal Clear Graphics! 
Random Play provides different outfits and 
poses every time you play! (Volume II) 


Each CD-ROM contains 24 additional 
opponents who can be purchased over the 
phone by calling a toll-free number. 
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PO Box 234 - Rochester, VT 05767 
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In a twisted way, you have to admire the 
people who put this together, because they 
did risk the scorn of the industry. This is 
exactly the sort of 
game to get 
Congressmen all hot 
and bothered, some- 
thing an emerging 
industry making an 
attempt at self-regu- 
lation does not 
need. In the end, 
though, the greatest 
condemnation of 
the game is not that 
it’s violent or sick- 
ening. Like Night 
Trap, it’s a bad 
game because... it’s 
a bad game. The puzzles are mediocre, the 
animation crude and the arcade fighting seg- 
ments a terrible idea (they dominate the last 
third of the game). The designers may have 
thought they were making some sort of 
social statement, but the intended point is 
lost in all the sound and fury of oozing eye- 
balls and babies being hacked apart. It'll 
play well with the teens, because they'll 
think it's edgy and funny (missing the paro- 
dy and irony, assuming they're actually 
there), but adults will no doubt find it stu- 
pid. – Steve Bauman 


Harvester 


Star Trek Borg 


Simon & Schuster Interactive 


DOS, Windows 95, Macintosh 


The next in the series of Star Trek offerings 
from Simon & Schuster, Star Trek Borg is 
the first one that tries to be primarily a 
game; while there is something of a multi- 
media reference (called “The Picard 
Papers”), it is really just a sub-set of the 
Omnipedia that deals with the Borg. With 
that in mind, one would hope that there 
would be a pretty hefty game in the box, but 
unfortunately, we get another full-motion 
video (FMV) “adventure” in the style first 
seen with Star Trek Klingon; to twist the 
words of the Borg, gameplay is futile. 

You take on the role of a Star Fleet cadet, 
whose father was killed by the Borg at the 
famous battle of Wolf 359; the infamous “Q” 
(played with his usual flair by John de 
Lancie) offers to take you back in time to try 
to save your father. Gameplay consists of 
watching an FMV sequence, followed by 
making a decision at a decision point. If you 
die, you go back to a previous decision point 
and watch through the video again; no skip- 
ping a video sequence unless you know the 
secret code. While irritating in the extreme, it 
wouldn't be so bad if it weren't for the fact 
that the game's interface can really break 
down at a decision point; often the correct 
answer is obvious, but just how to implement 


it isn't (or, even worse, you don't have time to 
implement). This means you often fail repeat- 
edly, meaning you're forced to watch the video 
over and over. 
The saved game 
feature doesn't 
really help, as 
the only time 
you can restore a 
saved game is 
when you first 
boot Borg up 
(although some- 
times it's faster 
to exit the pro- 
gram and reload 


Star Trek Borg 
a saved game than it is to watch 
through the video). 

Of course, without the tricky inter- 
face the game would go by much too 
quickly; most gamers could plow 
through in just a couple of hours. 
Trekers will appreciate the capability 
to watch the FMV sequences straight 
through (up to a saved game position 
of your choosing); it'll give the col- 
lectors a 90 Trek show that's about 
the same quality of the TV shows. Any 
other gamer, though, will probably want to 
pass. — Scott Udell 


Leisure Suit Larry 7: Love for Sail 
Sierra On-Line 
DOS, Windows 


encounter, but his primary objective (and the 
plot) is to bed the most beautiful trophy on 
the ship: Captain Thygh. All he has to do to 
win her favors is to score high in the ship- 
board contests of bowling, cooking, horse- 
shoes, fashion, craps and sexual prowess. If 
the gamer is also clever, Larry can find ways 
to cheat his way to the top of these events 
(and have fun doing so) 
Although the game is filled with blatant 
innuendo and puns (including such names 
as Dewmi Moor, Jamie Lee Coitus, Drew 
Baringmore, Nailmi and Wydoncha Jugg) 
there is no full frontal nudity (at least close- 
up) and the sexual encounters are inoffen- 
sive. This is a game with more tease than 
sleaze, as has always been the 
case with the Larry series. 
Everything about the produc- 
tion end of the game is magnifi- 
cent. Backgrounds, animations, 
and sound have all been upgrad- 
ed. The interface has been 
upgraded, too, from icons to 
pop-up windows. For the old 
timers there is even a place to 
type in some commands. 
Some may not enjoy a politi- 


Leisure Suit Larry 7: Love for Sail 


cally incorrect game with a hero who is shal- 
low and sexually obsessed, but for those who 
do, Love for Sail is a must buy; the best 
Leisure Suit Larry ever. -Andy Backer 


The Music in Me 


ЖЖЖ Ж 


You probably expect a Leisure Suit Larry 
adventure to be about a seventies polyester- 
clad schnook who seeks sexual encounters 
and finds a thousand and one different ways 
to fail. 

This game is different. Larry is still clad in 
polyester but it's the nineties, has a bald spot 
and is clever enough to trick most women 
into bed. He's older and wiser. Well, not real- 
ly wiser; he's still a schnook, but a clever 
schnook. 

The game takes us on a sea cruise where 
there are more than enough beautiful 
women for Larry (and the gamer) to 


ReadySoft 


Windows 


Ж Ж Ж 


Octave Fingertips is по more. The world- 
famous household word, Julia, is so shaken 
by the loss of her musical director that she 
cracks up and goes Disney — that is, she 
preserves herself cryogenically until as talent- 
ed a director as Fingertips reveals him/her- 
self. This godsend could be you 

The main quest, de-popsicle-izing Julia, 
begins with her father Land O'ner, who starts 
you on a musical journey though her past. 
Travel through time to discover the great 
moments of Julia's life from birth to ice cube, 
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as you solve puzzles which will reveal 41 
musical instruments. Find all of them and 
you will have proved that music flows 
through your veins and, of course, Julia will 
melt and the world will regain its beloved 
pop star. 

Tbe Music in Me is the cornerstone of a 
Music Chase series, which may or may not 
materialize based on the success of this 
debut. There is no mass appeal here. We have 
a totally niche product, which players will 
either love or hate. The former is true for me, 
but there's no denying that although this 
title's strengths outweigh its weaknesses, you 


The Music in Me 


should be prepared for what's in store before 
taking the symphonic plunge. 

There are two equally important facets to 
the game, and neither one stands alone as a 
reason to buy it. The first is a traditional 
adventure game, where using objects correct- 
ly will reveal the 41 instruments and com- 
plete your quest. The second is an almost 
action-arcade game in which you must “play” 
these instruments at five difficulty levels 
each, using the keyboard as your instrument. 
The latter activity is hard, folks (and not nec- 
essary to complete in order to win). Your 
rhythm and execution must be absolutely 
perfect, or you will not complete the level; 
the higher levels are particularly complicat- 
ed. Even piano and keyboard players may be 
challenged in some cases. 

The music is jazzy and the cartoon graph- 
ics are excellent; so if you like light jazz and 
botb aspects of the game sound appealing 
to you, then grab it. You're the target audi- 
ence. Otherwise, pass — because you'll 


probably want to strangle Julia before too 
long. -Cindy Yans 
Ace Ventura 
7th Level 
Windows 


KKK yox 


He just about bursts through your screen with 
a rollicking, “Allllllllrighty then,” and proceeds 
to leer, mug, wisecrack and otherwise attempt 
to ensconce himself in your affection. The 
pompadour is thirty-five feet high, and his 
eyebrows leap from the bridge of his nose to 


the base of his do, arching craftily in all- 
knowing manifestations. His Hawaiian shirt is 
more blinding than Elizabeth Taylor’s jewelry 
collection. He’s impossible to ignore. He’s Ace 
Ventura, in Ace Ventura. 


Ace Ventura 


Gameplay begins in Ace's apartment, 
a menagerie with very unlikely combi- 
nations of creatures stashed in every 
corner. The player controls Ace in a 
series of three modem-assigned mega- 
cases. From a pirate-infested submarine 
to the Bavarian Castle of Fatteus 
Lardus, Ace will solve crimes relating to 
unspeakable acts performed upon his 
feathered, furry, scaly and slimy 
friends; and once his college roommates are 
safe from harm, Ace will defend the rest of 
the animal kingdom. 

The plots here are oversimplified and lack 
subtlety (actually, every blasted thing lacks 
ily a bad thing 
— subtlety is certainly not our hero's forte). 
The cartoon locations are wonderful and the 
animations work extremely well. What does- 
n't work well are the puzzle elements and 
the method of handling unsuccessful 
attempts to 
interact 
with 
objects. 

The puz- 
zles are 


subtlety which is not neces 


sparse and 
simple with 
few excep- 
tions, and 
will proba- 
bly leave no 
one feelir 
particularly 
clever. 
Amidst the puzzles are several misbegotten, 
poorly-conceived arcade sequences. And par- 
ticularly annoying, Ace often repeats one of 
the same four or five “you can't do that 
here"- style phrases over and over, whether 
or not it makes any sense to do so. For 
instance, if you try to repeat a previously 
successful action, you will often be insulted 
by Ace as if the action had never worked in 
the first place. It becomes maddening. 

If you can stomach a never-ending Jim 
Carrey imitation, have a high tolerance for 
cutesy, fluffy, kittily-puppily pranks and are 


The Sacred Mirror of Kofun 


not bothered by arcade sequences in your 
adventure fare, then Ace Ventura might be up 
your alley. If not, then send him up someone 
else's dark alley — preferably some porter- 
house-breathing, knife wielding carnivore in 
a fur coat. That'll loin him. - Cindy Yans 


The Sacred Mirror of Kofun 


Enteractive, Inc. 


Windows, Macintosh 


{ WWW 
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The Sacred Mirror of Kofun...Nofun. Not 
quite a rhyming couplet but a couple 
nonetheless. Superb graphics, especially in 
16-bit color, and underwater diving 
sequences filmed by Jean-Michel Cousteau 
Productions are the highlights of this multi- 
media title that touches upon the ecosystem 
of the Pacific coral reefs and attempts to 
immerse you in a mystery surrounding a leg- 
endary artifact. 

Your mission is to find a site amidst the 
reefs to launch the Poseidon Research Lab, 
an observation and analysis station from 
which scientists can study the impact of 
global environmental trends on coral reefs. 
Complications arise when John Braddy, 
oceanographer and archaeologist, is kid- 
napped while following the trail of an 
ancient, sacred mirror. In command of the 
futuristic ship Antares, you search out 
clues to Braddy's disappearance, both on 
South Sea islands and in underwater World 
War П wrecks. 

The shipboard and diving interfaces are 
well designed but land exploration, particu- 
larly the first island, is a case of hunt the 
arrow. Here an arrow, there an arrow, rarely- 
in-the-same-place-twice an arrow, so begins 
the struggle to 
solve the mystery 
of the mirror. The 
story, already 
weak, is not 
enhanced by 
tedious searches 
through the 
game’s computer 
for clues, and puz- 
zles (note plural 
here) that degen- 
erate into trial and 
error searches for 
the one correct 


solution out of myriad possibilities. 

The manual is not just so much extrane- 
ous matter that was included in the package. 
It is a must read and failure to do so will 
increase the already high frustration factor 
several hundred fold. Reading, research and 
analysis are the cornerstones of Kofun and 
the less-detail oriented person will indeed 
have Nofun. 

For this game, you really have to ask your- 
self if you feel lucky. If you do, run out and 
buy a lottery ticket and leave this one on the 
store shelf. -Janet Blackburn 
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“WE THE PEOPLE’ You lead the fledgling forces of the 
Continental Army, playing your strategy cards to move 
your troops or gain political control over the colonies, 
while your opponent deploys the British forces. $29 


“ALEXANDER 
THE GREAT’ 
contains four of 
the famous 
Macedonian con- 
Querors most 
famous and deci- 
Sive battles, all 
Chosen to high- 
4 light the develop- 
ment of the 
Macedonian Art 
of War. Use a 
unique method 
of resolving con- 
flict that allows 
gamers to fight 
the battle and not 
the system. $33 
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The challenges of the dynamic campaign engine 


ell, it looks like things are about to 

change dramatically; the number of 

air combat simulations shipping 
with dynamic campaign engines in the next 
few months will far outweigh the number 
arriving with scripted missions. Seems the 
days of the scripted sim are almost over, at 
least for now. Interactive Magic's iF-22, 
MicroProse's Falcon 4.0, Empire's Flying 
Corps, and of course DID's continuing efforts 
in their TACTCOM add-on to EF2000 and 
Supe: 000 (the whole package for a 
Windows 95 environment) are just some 
examples of upcoming sims which will have 
dynamic campaign and/or mission engines. 

As we've discussed before, the reason 

many air combat simulation designers have 
gone for scripted missions recently has been 
that the scripts give the designers more con- 
trol over what happens during a mission. 
Unit detection and weapons systems can be 
programmed to respond in ways which 


remain plausible and consistent, and the А Once you zoom in close, you'll see your way- 
computer's reactions to player input can be points, which you can then edit for fine-tuning 
of your mission 


handled rigorously. 


А A new, sophisticated set of displays gives 
you good graphic indication of radar coverage 
from the ground 


With a dynamic mission generator or cam- 
paign engine, you're working with a very dif- 
ferent kind of beastie. The goal is "realistic 
randomness," which means you have to 
move over from a logic which is essentially 
black-and-white to one which operates in 
shades of grey. Too much randomness and, 
of course, air and ground units counter the 
player's actions with performance well out- 
side the range of what they're supposed to 
do. Further, the computer-controlled units 
= = t e: ^ ғ may cluster, may arrive in formations either 
à ae 5 4 i too large or too small to be typical in real- 
world combat situations, may locate them- 
selves in terrain they can’t deal with, may 
start off with a mission profile completely 
different from the one they'd run in the real 
world given their capabilities. Too little ran- 
domness and the player is going to run into 
the same kinds of situations over and over 
again, with insufficient variation to make it 
worthwhile spending the time and effort 
putting together the necessary AI to wo: 
dynamic mission or campaign. The balancing 
act here, in this component alone, is thus an 
extremely tricky one. 


à Look carefully for the wind- 
sock as you taxi towards the 
runway; one of many little 
touches characteristic of an 
in-depth design 


р The virtual cockpit in 
EF2000 is certainly one of the 
best-looking out there right 
now; and with the HUD dis- 
play locked to your view, it 
stays informative even as you 
scroll around 
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[SIMULATION the hangar 


Nevertheless, DID has done well with 
EF2000, despite the program’s initial flaws in 
all the areas of dynamic performance men- 
tioned above. The version 2.4 patch included 
with the TACTCOM add-on does so much 
extensive work tweaking weapons perfor- 
mance, unit performance, unit reaction to 
yer performance, etc., that it leaves the 
yer with the impression that managing 
this kind of engine is an almost endless 
process of revision. Resolve problems in one 
area — control the randomness which has 
gone out of bounds by player standards — 
and you then have to check up and make 
sure you haven't increased randomness in 
another area of the design. The process must 
be, at one level, an almost nightmarish effort 
of detail work, on a level which designers 
must fear players might never see nor care 
about. The work in ZACTCOM is extensive, 
and not only revises almost all the major ele- 
ments of the campaign engine at this level, 
but also includes a full-scale mission plan- 
ner, multi-player support, and a means of 


А Here's a view of the 
SmartView system 


> Improved cam- 
paign debriefs give 
you more informa- 
tion, about your 
wingman's perfor- 
mance as well as your 
own, as well as about 
the progress of the 
overall campaign 


checking up on other parts of the campaign 
theatre while in-mission 

One of the amazing things TACTCOM does 
to help the player understand just what is 
going on in such a dynamic engine is provide 
the SmartView display. With a simple set of 
commands — Shift-V and Shift-F — the player 


gains complete control over the "smart cam- 


era" external view, which chooses aircraft of 
interest based on the assigned filter. The 
smartcam can be selected to display just your 
flight, all aircraft during your mission, just 
your mission, all allied aircraft, all enemy air- 
craft, or just neutral aircraft in the area. Once 
the filter is chosen, the camera selects the air- 


craft of highest interest, i.e. where the great- 


ALT: 7900 


SPEED: M 1.00 


А The external view gives you a little informa- 
tion here; wouldn't it be great if the player could 
sort and organize as much flight info as desired 
from an external view, though? 


> Sometimes, with the 
right view, this thing is 
about as real-looking 
as you could imagine 
any PC-based air com- 
bat simulation could 
get; planned 3Dfx sup- 
port in future (current- 
ly available only asa 
stripped-down, OEM 
Demo) should resolve 
any lingering frame 
rate issues 


est likelihood of 
interaction is going 
on, and then not 
only displays an 
external view of the 
action, but also a 
complete run-down 
of information on 
what the aircraft 
are, and what their 
current task is. The 
advantage of having 
all these computer- 
generated external 
views is that it gives 
you a much greater 
sense of the status of the overall campaign 


while on-mission. Since you don’t have a full 
itions system to tune in on 
what's happening in other parts of your the- 


atre, in the past you had no way of knowing 


radio communi 


while on mission whether or not it might be 
a good idea to head off and give an assist to 
a separately tasked mission instead of just fly- 
ing merrily home with your remaining 
ASRAMs. Now you do. If you see action else- 
where, using the SmartView system, it helps 
you decide and prioritize your own tasks. 
It’s also just plain fun to watch 

The mission planner gives the player an 
intuitive, easy-to-use system for designing 
missions, to customize performance during 


play; the software will do a thorough check 
upon completion of a mission design (which, 
due to the graphic interface, is a simple 
process of point-and-click) to make sure no 
major pieces or decisions have been left out. 
With the planner, the player can now explore 
all the different mission profiles of the 
EF2000 in depth, without having to worry 
about just passively accepting what the com- 
puter offers during a campaign; once you've 
made your own choices about support mis- 
sions and tasks as well, you then have much 
more involvement with finding out how those 
support missions have gone (which you do 
with the SmartView system). 

What TACTCOM is pointing to, however, is 
just how much work can still be done to make 
the campaign theatres in an air combat simu- 
lation come alive. It’s not enough just to pro- 
vide numeri disposi 
tion, chances of detection and destructic 


il calculations of forc 


and then update this as a way of including a 
th all of the projects 
in 97, you'll have 
more and more access to a full-scale, real-time 
campaign combat system, part of which is 


"campaign" with a sir 
slated for release so fa 


your aircraft's performance and mission and 
role within that system. Should Wargen2, via 
TACTCOM and SuperEF2000, and the other 
dynamic campaign engines on the way prove 
successful in producing this kind of in-depth, 
dynamic, real-time campaign, the genre of air 
combat simulation will have once again been 
the fi 


st to break sign 
be picked up later by games in other genres. 
In other words, if you li -time tactic: 
strategy games...you ain't seen nuthin’ yet. m 


ant new ground, to 
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hints & tips 


Air Combat Advisor 


Part Two: Boom & Zoom 


n continuing our tactics discussions, let's 
i talk more about BnZ considerations before 

we move to the nuts and bolts. 
Eand the enemy 
Impatience is the most common cause of BnZ 
failure. If you recall our discussions on verti- 
cal maneuvering and E, you know that alti- 
tude is the preferable form of E at the start of 
a fight fought on your terms. Many new pilots 
get either caught off guard with bandits clos- 
ing on them before they've stored enough E, 
or are too anxious to get into battle and "dive 
in" before they're really ready. My best advice 
is, don't be in such a hurry to get shot down. 
Sure, if you're flying an on-line game (or if 
your flight time is limited by “real life"), 
you're looking to get the maximum combat 
per hour in, but getting shot down repeatedly 
isn't worth the on-line charge, either. Finally, 
the number of enemy aircraft in the area will 
dictate how you should BnZ, something we'll 
discuss. However, as always, we'll keep things 
simple this time, with a 1v1 BnZ situation. 


Dive, dive, dive! 
From a position of an 
absolute E advantage, you 
dive on your (ideally) 
unwitting opponent. Where 
he is in relation to you and how he is oriented 
will determine the danger potential, as well as 
how you may want to carry out the dive. 
However, before we go on to that, as always, 
you need to consider your aircraft's limitations 
and sim's particular flight modeling. This will 
determine your dive angle and attack options. 
If your aircraft will rattle apart at high speeds 
or aerodynamic compressibility causes you to 
lose control, you may not want to dive at a 
steep angle. It is for these reasons that not all 
aircraft make superior BnZers and that not all 
sims will let you BnZ to any great advantage 
over your opponents. Nevertheless, an E 
advantage will almost always benefit your situ- 
ation in all but the most simplistic sims. 


The attack run 

This is the “fifth” step I referred to last time. 
The traditional BnZ lines you up for a head- 
on level pass at your opponent or a hi slash- 


ing (about 45 degrees or so) attack. Each of 
these has its problems. Of course, as we 
already know, the level, high speed, head-on 
is dangerous because you can be shot at and 
collisions are a very real possibility. This is 
because your bullet vector is usually almost 
identical to your flight vector in level flight. 
However, for what it's worth, the benefit is 


[1] From a position of an absolute E 
advantage, you'll dive on your (ideally) 
unwitting opponent. As always, you need 
to consider your aircraft's limitations and 
sim's particular flight modeling. This will 
determine your dive angle and attack 
options, If your aircraft will rattle apart at 
high speeds or aerodynamic compress- 
ibility causes you to lose control, you may 
not want to dive at a steep angle. It is for 
these reasons, not all aircraft make supe- 
rior BnZers 
and not all 
sims will let 
you BnZ to any 
great advan- 
tage over your 
opponents. 
Never the less, 
an E advantage 
will almost always benefit your situation in all 
but the most simplistic sims 


[2]The level, high speed, head-on is dangerous 
because you can be shot at and collisions are a 
very real possibility. This is because your bullet 
vector is usually almost identical to your flight 
vector in level flight. But if you're behind the ban- 
dit, this is an excellent attack (he can't shoot at 
you and you have the E advantage). 
Unfortunately, a good opponent won't show you 
his six intentionally 


that you are not expending E flying level. 
While you can do the figure eight with the 
nose and attack from a slight angle, etc., gen- 
erally, what we just said remains true never 
the less. With the hi slashing attack, you 
cause guns solution problems for yourself. As 
the enemy flies under your nose, you'll tend 
to increase your dive to spray bullets on him. 
This will increase your airspeed and most 
likely cause an additional loss of potential E 
as well. Less than ideal, but it still has advan- 
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[3] With the hi slashing attack, you 
cause guns solution problems for 
yourself. As the enemy flies under your 
nose, you'll tend to increase your dive 
to spray bullets on him. This will 
increase your airspeed and most likely 
cause an additional loss of potential E 
due to the increased dive angle 


[4]The vertical attack run comes in 
very handy with on-line AirWarrior, 
but it will work in other sims as well. 
The greatest benefit is your target 
usually cannot shoot at you without a 
large loss of speed. In addition, your 
targets options are limited and all 
remain in visual 
sight during your 
attack. Regardless of 
where he tries to 
run, you'll see it and 
make flight adjust- 
ments accordingly 


tages. First, it makes 
your opponents 
shot at you harder 
— so you're on even 
ground here. 
However, if the ban- 
dit tries to climb to 
meet you, even 
though he's gaining 
potential E, he's slowing down — which can 
make him an easier target. 


Up and down 

In addition to the "traditional" attack runs, 
you have the vertical BnZ and what I call the 
“lo slashing” attack. The vertical attack run 
comes in very handy with on-line AirWarrior. 
This is because the aircraft modeled in on- 
line AW have a modified “hit bubble" that 
does not count every hit made head-on. In 
other words, you need to attack aircraft from 
any angle other than head-on to receive maxi- 
mum hit potential. This makes head-on, level 
attacks a very tough way to get kills there, so 
let's talk more about the benefits of the verti- 
cal attacks. The greatest is your target usually 
cannot shoot at you without a large loss of 
speed. If he raises his nose to do so, he will 
bleed E, which may make him more of a sit- 
ting duck for your next pass if his dive accel- 
eration is poor. In addition, your target’s 
options are limited and all of them remain in 
visual sight during your attack. Regardless of 
where he tries to run, you'll see it. However, 
just as with most things, there are drawbacks. 
First and foremost, you have to watch your 
speed closely. You'll lose E like crazy if 
you're not careful. Any time you move the 
nose of your airplane, you lose E. As we've 
discussed previously, the further you dive, 
the more total E you'll lose. That is why 
you'll want to keep your dives as short as 
possible. More coming. = 
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REACH OUT AND 


TORCH 


~ T E T 
VWA-18 HORNE 
а The hottest flight simulator game is now torching up your Windows 

: 95 PC. It's F/A-18 Hornet. With incredible 3-D graphics and realistic 


instrumentation, it'll push you to the outer limits then bring you 


3 a screaming back to earth. In fact, F/A-18 Hornet closely simulates the 
Navy's own attack-fighter aircraft. There's 28 different Persian Gulf 


а | combat missions 10 test your skills — where you can blow up 


— — 
22 aw Se everything from ammunition depots using the M61 Vulcan cannon to 
Й (ея qom 7 MiG fighters with on AIM9 Sidewinder. So pick up the award winning 


ЗГ sail F/A-18 Hornet today. №5 the best way to get close to someone. 
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An underdeveloped disappointment 


Jetfighter III 


Mission Studios 


DOS 


KK IY 


hile there’s no question every bit of 

dedicated effort has gone into the 

development of this simulation, in 
the final analysis, the results are disappoint- 
ing. Technically, there are many things in the 
design to admire. You have more plotted real- 
world terrain here than is present in any 
other simulation, and the designers have been 
very careful to provide enough variety in the 
texture-mapping to avoid the kinds of repeti- 
tive imaging some other simulations with 
prettier terrain graphics suffer from. Real- 
world plotting of cities, roads, airports is solid 
and accurate. Control over resolution mode, 
horizontal screen size and graphics options 
in-flight mean you can fine-tune the visuals to 
perform optimally on your system (though 
with everything turned on in highest resolu- 
tion and full screen, this product chugs even 
on a Pentium Pro 200 with a super-fast video 
card!). Once graphics speed is brought under 
control, you'll notice your sense of speed with 
distance from the ground is more accurate 
here than in any other simulation to date. The 
flight model is probably the best one out 
there for an F-22 simulation at the moment, 
and is considerably more subtle than most in 
this genre. The sensation of approaching the 
ground and feeling like you're going 200+ 
knots is unique. While the missions are script- 
ed, there’s enough dynamic processing going 
on that each mission will turn out differently 
each time through, so flying the scripted mis- 
sions (or the campaign) isn’t the usual 
ade-game exercise it can turn into with 
such designs. During a mission, you'll hear 
communications both from your wingman 
and from other units, indicating combat sta- 
tus. And — something surprisingly absent in 
many otherwise serious simulations — full 
information on plane altitude, speed, heading 
is present in all the outside views. 

Nevertheless, with all that going for it, 

many other features are, for want of a better 
word, underdeveloped. The weakest area of 
the design is in the control interface. If you 
have a programmable joystick, you can set it 
up to handle the commands necessary to 
make the joystick function relatively reali 
cally. Otherwise, at least in review here, test- 
ing out the CH Flightstick Pro with supposed 
hat support resulted in unusual and unintu- 
itive functionality. Worse, however, is that the 
joystick setup and calibration — something 
which should be rock-steady reliable in any 
sim these days — is not only virtually identi- 
cal to the one found in Jetfigbter II of many 


< 


Clockwise from above: 
The outside graphics views 
are actually quite beautiful at 
highest resolutions. It's a 
shame they're so slow, even 
on the fastest home PC avail- 
able (turn cloud smoothing 
off for a major boost); 

The HUD is fully developed 
and functional, but accompa- 
nied by MFDs which look like they've 
been dragged unchanged into this 
design from Jetfighter 1; 

Simple wingman commands belie the 
fact that the wingman Al is actually 
pretty sophisticated in this thing; watch 
what your wingman does after receiv- 
ing an order using the outside or wing- 
man-tracking views 


years ago, but it's also unreliable. In the test 
setup here, problems were found trying to 
create and then sustain rudder pedal func- 
tionality. Throttle control proved way too sen- 
sitive even with changes in “dead zone" and 
recalibration. Ultimately, then, you're best off 
flying Jetfighter III the way you did Jetfighter 
II — with a relatively simple joystick setup 
and keyboard control of throttle and rudder. 
Related (oddly enough) to input control is 
sound; again, in a test setup with joystick and 
throttle/pedal both enabled, engine sounds 
would cut out with the throttle at 20% or less 
(this problem is avoided by using keyboard 
for throttle and pedals). Sound support is 
also touchy if you install under Windows 95 
— best off to do a “pure” DOS install to avoid 
headaches in this are: 
The more you play this simulation — get- 
ting past the frustrations with control, with. 
comparatively slow graphics update (7-2 
Ligbtning II and EF2000 do 640x480 ter 
graphics substantially faster, with more 
developed MFD avionics available at the 
same time, though at least in the former case 


with substantially simpler AI for opponent 
air and ground units), with a front end 
which, while it's fun the first few times 
through, starts to get really tedious really 
quickly – the more you'll start to recognize 
an approach to air combat simulation shared 
with the company's previous product. Once 
you recognize the Jetfighter II in Jetfighter IIT 
and accept the current product as essentially 
an updating of the design, mission, flight 
modeling and combat goals of the prior 
product, there's plenty of fun to be had here. 
The sad thing is, with just a little more time 
and resource spent on providing 3D hard- 
ware support (planned for an upcoming mis- 
sion disk), better control interface support, 
and higher-quality sound support, this simu- 
lation could have been a highly successful, 
cutting-edge effort. Perhaps further develop- 
ments will help push the design forward. 
Meanwhile, make sure you have a good 
return policy if buying Jetfighter III, and take 
some time as well to decide whether you can 
overlook its shortcomings enough to enjoy 
the product.- Steve Wartofsky 
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NASCAR Racing 2 


Sierra 


Was there ever any doubt? Papyrus, the 

perennial racemasters/creators of Indy 500, 
IndyCar Racing 1 & 2, and NASCAR Racing 
have set a new standard once again with the 


release of the sequel, 
NASCAR Racing 2. Just like 
the predecessors of the com- 
pany's other sims, this simu- 
lation is more an evolution- 
ary succession than a revolu- 
tionary product. Only this 
time, they seem to have most 
everything right. 

Like the previous game, 
both VGA and SVGA graphics 
are supported. While there are 
claims being made that the 
graphics are faster than ever, 
that actually requires some 
clarification. The game runs 
only slightly faster than the 
original. However, the graph- 
ics are not only markedly 
more detailed, there are more on- 
screen objects as well. It can be run 
with all details enabled with nary a 
slowdown on a 166MHz Pentium. 
Included on the single CD-ROM is 
support for Rendition Verité based 
video cards. 

16 tracks are included with this 
release, and all have received 
facelifts. The track artwork is excep- 
tional. Although the variations in the 
track surface such as the banking dip 
in the Carousel are noticeably absent, 
and other details such as guard rails 
appearing where chain link fences are locat- 
ed, everything still has an authentic feel to it. 
The colors and landscapes are extremely 
ate. But let’s get to the cool stuff. 

Of the new features in NASCAR Racing 2, 
the addition of the Spotter/Crew Chief voices 
are most notable. The effect of this virtual race 
crew is fairly convincing, and really immerses 
you in the game. While sometimes annoying, 
he is more often helpful. Other changes 
include an interface “de-cluttering” of the 
setup screen. Car setup has been simplified as 


accu 


well. You no longer have to deal with tire stag- 
ger, or fuel levels (although you can adjust 
fuel at practice sessions). However, you are 
able to change such things as pit stall loca- 
tions and the number of competitors (most are 
slightly short of actual). You're also able to 
add your own photo to the drivers list of the 
actual drivers from the 1996 NASCAR season 
The game has included the ability for 

novices to just jump in and be competitive. 
This arcade mode adjusts the AI level of com- 
peting drivers so they don't get too far ahead 
or fall too far behind. Moreover, they won't 
try and drive through you anymore. Car mod- 
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eling has been tamed as well. You can actual- 
ly hunker down and drive these cars. While 
the car models have been somewhat simpli- 
fied, you no longer feel like you're ice-skat- 
ing, a useful trade-off. In fact, this is where 
the new version really shines. Rather than 
being left in limbo where you either domi- 
nate or get blown into the weeds, this is more 
of a serious driver's sim. You can actually 
draft and rub fenders with the big dogs with- 
out feeling like you're about to spin into the 
wall if you blink. However if you do (or 
enable the random failures option), there's an 
(invisible) tow truck which will take you 
back to the pits. 

Perhaps the strongest feature of the this 
package is its modem, serial, and eight play- 
er IPX network play (only one copy of the 
game is required for distribution across a 
LAN). At 9600 baud, it was only a shade 
slower than the IPX mode, which was trans- 
parent. A free five hour trial to TEN is also 
included, so you can race head-to-head 
against up to 30 other players online. 

So what is there not to like? You can't 
adjust controller travel rates or speed sensi- 


tivity, and your pit crew is not ani- 
mated. Hardly anything to gripe 
about. While other racing simulations 
require you to be an engineer, this 
one is the driver's sim. Now that 
sounds like fun. -Ben Chiu 
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Simulations, like strategy games, can profit 
immensely from a good add-on disk. This 
one’s probably one of the best ever to show 
in this category; it provides an immense vari- 
ety of additions to the original, and with the 
included patch, makes Silent Hunter a whole 
new game. 

Along with the fifteen new historical mis- 
sions and two new patrol zones come two 
new types of missions for the campaign por- 
tion of the game, Photo Recon and Life 
Guard Duty. The former is self-explanatory; 
when the mission is received via radio, the 
player must find and then photograph key 
targets. The latter gives the player an oppor- 
tunity to engage in another, less-well-known 
function of submarines, rescuing survivors 
In the missions provided here, the player will 


have the opportunity to watch air strikes on 
a target, and then head in and perform res- 
cue missions for downed pilots. Pilots remain 
viable targets for only a short period, after 
which they are either captured by the enemy 
or become food for the fishies (hypothermia 
was as deadly a killer in WWII as any shark). 

These additions, combined with lots of 
nice little subtle improvements (at night, 
your internal views are now lit red; subs can 
now fight subs in the campaign; convoys 
now take evasive action, en masse or some- 
times individually, upon detection of your 
sub’s presence; etc.) make the Patrol Disk a 
must-have for any regular players of this sim- 
ulation. If you haven't tried a sub simulation 
yet, you'd do best to check this one out — 
witb the add-on. If there's any chance you'd 
enjoy the hunt-and-hide, sneak-attack 
rhythms of this kind of game, you'd certainly 
discover it here. -Steve Wartofsky 
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hints & tips by John Nolan 


Flight Simulator for Windows 95 


A Day in the Life 


The new Flight Simulator is more than a 
switch to the Windows 95 operating system. 
It brings new aircraft, new airports and 
improved scenery. The B-737 allows PC pilots 
to create and fly a typical day in the life of 
an airline pilot. Here's an actual four day trip 
for a Dallas B-737 crew, taken from the 
schedule of a major U.S. airline: 


Day Flight Departs Arrives Time 
A 1149 DFW1315 ВМА 1455 1.40 
1249 BNA 1555 LUK 1752 0.57 

202 LUK 1845 PHL 2012 1.27 

B 1459  PHL 0900 ATL 1118 2.18 
1427 ATL 1335 MCI 1440 2.05 
1683 MCI 1530 LUK 1801 1.31 
1041 LUK 1900 IND 1949 0.49 

С 2173 IND 0725 LUK 0813 048 
2190 LUK 0905 GRR 1008 1.03 

559 СВА 1050 LUK 1152 1.02 

559 LUK 1245 MSY 1339 1.54 

D 1419 MSY 0700 ШК 0953 1.53 
696 LUK 1115 IAD 1223 1.08 
1898 IAD 1400 LUK 1519 1.19 
2085  LUK 1635 DFW 1757 222 
TOTAL 


Huh? Speak English, You Fool! 

Some decoding may be in order for non-air- 
line types. The trip is flown daily, so days are 
named alphabetically. Time is in hours and 
minutes for each leg and the daily total. The 
duty day is the time from sign-in to release. 
At release, you get a company-supplied hotel 
room until the next sign-in. The three letter 
identifiers are shorthand for the airport 
name. Here's the Secret Decoder ring: 


DFW = Dallas/Ft. Worth Intl. 

BNA = Nashville Intl. 

LUK = Cincinnati Muni-Lunken Field 
PHL = Philadelphia Intl. 

ATL = Atlanta/Hartsfield Intl. 

MCI = Kansas City Intl. 

IND = Indianapolis Intl. 

GRR = Grand Rapids-Kent County Intl. 
MSY = New Orleans Intl. 

IAD = Washington/Dulles Intl. 


CVG (Cincinnati Intl.) is not in the airport 
database, so LUK was substituted. LUK is close 
to CVG, so flight times are not affected. It gives 
you a bit of a challenge; the longest runway, 
02R, is only 6102 feet. No problem for a 737 if 
you pay attention, but it's shorter than usual. 


Preflight: the key to a success- 
ful, fun mission 
Normally, you'd be on the road for 
four days. Let's not make it quite that 
much fun. Try the first day of the 
rotation and add some weather to 
make the flights more interesting. 
The first problem is the lack of a 
co-pilot. The sim 
does not provide 
multiplayer sup- 


Total On Duty 


port. You'd have 
404 727 trouble finding Г 
another sim addict 
who wanted to А The FLUF (Fat Little Ugly Football) launching at DFW. 
spend seven hours In it's early years some joker would always transmit 
on-duty, anyway. "Nice Punt" over the tower freq when you took off 
6.43 12.19 Theresa S aui P Т А 3 
the B-737 is a two-pilot accomplished with the click of a button. It 
airplane, so optimize your might be quicker than asking your F/O to do 
control systems as a substi- — it! Besides, you'll never be trapped in a tiny 
tute. A programmable com- cockpit with CH controls that had a huge 
447 844 bination set-up (like the plate of frijoles for lunch! 
CH Pro Throttle and At the opening screen, click Fly Now, 
Combatstick) is an ideal select the B-737 from the Aircraft/Select 
replacement for a First Aircraft menu. Then from the World/Go To 
Officer. You can program Airport menu, move to the North American 
642 1227 the CH duo in minutes; Scenery Area and pick Dallas/Ft. Worth 36L. 
then raising the gear and Next, create a weather a: or maximum 
2246 tuning the radios can be control of the weather, select *Use Advanced 


Weather Dialog" 
from the 
Preferences 
Menu. Go to the 
World/Weather 
Areas menu, 
Click Add Area 
and name it 
737. You'll have 
to type in the 
Lat/Long coordi- 
nates for the 
beginning and 
end of the 
weather area. 
Use N 33 40 21 


Weather Areas 


Е саа) 
Beginning Long: [Worl oo 525717 4 
trang us oe И 


А Cruising above the weather keeps "ending Longs [wori= on о — 


the whitecaps out of the coffee. Don't legem Seen Ея tes 
go through the boomers or you'll be IE Tronson [o Wiles 
writing letters to defend yourself from В wes ск [05000 Degrees > 


the passenger lawsuits e Speet: [v кз 


Note: Weather Ares settings are saved with the current fight. If the- 


> Creating weather areas is more dif- fre Sereno e 
ficult than it needs to be; expect a 
change in the future. Still, weather 
adds a lot to this program and it's 


worth the effort 
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/ W 86 54 00 for the beginning and М 36 56 
00 / W 86 27 00 for the end of the area. Make 
it 500 miles wide, with a 10 mile transition. 
Set the course and speed to 030 at 15 knots. 
This produces a weather area from 
Birmingham to Bowling Green, covering the 
approach to Nashville. Now from 
World/Weather, select Add Layer and put in 


G 


А The database includes over 300 air- 
ports and a huge number of VOR’s. 
They still don't have all the U.S. naviga- 
tion facilities though 


> The autopilot isn't perfect, so don't 
trust it. This landing by "George" would 
have ended in the grass without pilot 
intervention 


clouds. A good first layer will be 
Stratocumulus, Broken 7/8 coverage 
from 800 to 3700 feet. Add a layer of 
Altocumulus, Broken 6/8 coverage 
from 6000 to 9000 feet. The last layer 
will be Cumulonimbus, Dense cover- 
age from 10000 to 19000 feet with heavy tur- 
bulence. If you wish, add winds and restrict 
the visibility using the other Advanced 
Weather options. 

The last setting to adjust is in the 
World/Time & Season menu. The rotation 
described above was part of the November 
flying; your takeoff time is 1315 local. Set the 
time and season accordingly. 


We're going, weather or not! 

You'll need a flight plan. The following 
departures, routings and arrivals use old pub- 
lished procedures. They are the real thing but 
are non-current. DO NOT use them in actual 
flight; they are for simulation use only. Cruise 
at .75 Mach. 

The routing for this leg is the Dalla: 
Departure to Texarkana, Jet 131 to Little Rock 
(LIT 113.9), Jet 66 to Memphis (MEM 117.5), 
the Graham 2 Arrival to Nashville using the 
ILS 20R. Leaving DFW, fly a 350° heading, 
climb and maintain 5000'. Reaching 5000’, 
turn right heading 120° and intercept the 
DFW (117.0) 067° radial outbound. 
Established on course, climb and maintain FL 
330. Due to the unrealistically short range of 
VOR's in А505, switch to Sulfur Springs (SLR 
109) at 74 DME DFW and continue on a 067° 
course. At 80 DME SLR, you are over 
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Texarkana, which isn’t in the database. 
Switch to LIT and hold a 070° heading until 
you receive it, then proceed direct. Over LIT, 
fly the 072° radial to 55 DME. Select MEM 
and fly the 076° course inbound. At MEM, 
intercept the 067° outbound to the 73 DME 
fix. Tune GHM (111.6), and fly the 066° 
course inbound. You're cleared to descend at 
60 DME past MEM; cross 
GHM at 11000' and 250 
knots. Over GHM, fly the 080° 
outbound and descend to 
4000’. At 30 DME from СНМ, 
maintain your present head- 
ing and tune the 02R ILS 
(109.9, 019? inbound). 
Intercept the ILS and you're 
cleared for the approach. 
Decision height is 799'; land 
and clear the runway and do 
the After Landing Check. 


Pucker up, it's a short runway... 
Leave BNA at 1555 local, using run- 
way 02R. The clearance is the 
Nashville 6 departure, J39 to 
Louisville (IIU 114.8), V5 to 
Cincinnati (CVG 117.3), direct LUK. 
After departure, turn left to 350°, 
intercept the BNA (114.1) 026? out- 
bound. Climb to 5000'. Established 
on the radial, climb and maintain FL330. At 
70 DME switch to IIU and set the 024? course 
inbound. At 30 DME prior to IIU, begin 
descent to 10000’. Passing ПО, intercept the 
' outbound. Nerve intersection is the 38 
ix on this outbound radial; cross Nerve 
at 10000' and 250 knots. At Nerve, tune in 
CVG and intercept the 037? course inbound. 
Continue inbound to the Bayvr fix at 6 DME; 
descend to be at 4000' at Bayvr. Reaching 
CVG, turn to a 065° heading for LUK which is 
about 14 miles from the VOR. Descend to 
2000'. When you have the runway visually, 
you are cleared for a visual approach to 02R. 
Remember it's short, so don't float. 


Last leg to the layover 

Depart LUK at 1900 local for the hop to PHL 
and the layover. The routing is Appleton (APE 
116.7), Bellaire (AIR 117.1), Johnstown (JST 


113.0) and the Bucks 1 Arrival to PHL, ILS 
9L. You're cleared to depart runway 20L, turn 
left immediately to a 055? heading, climb and 
maintain FL 330. When receiving APE, cleared 
direct. Over APE, turn to 105^, select AIR and 
proceed direct. Over AIR, turn 080° and go 
direct when receiving JST. The Bucks 1 starts 
at JST; intercept the 096? outbound to 40 


A If you tune a Nav radio and no data 
block appears, you are out of range. FS has 
unrealistically limited reception to about 80. 
miles. At high cruising altitudes it should be 
at least twice that 


У Finding LUK is easy if you stay on the 
south side of the river while cruising east. 
About 14 miles from CVG you'll see a small- 
er river running to the North that takes you 
right to the runway 


DME. This is Cofax intersection; you are 
cleared to descend. Be at 11000’, 10 miles 
west of Lancaster (LRP 117.3). From Cofax, 
you have 88 miles to get down; that's plenty. 
At Cofax, switch to Harrisburg (HAR 112.5) 
and proceed in on a 101° course. Take the 
117° radial out of HAR to LRP. Remember, it's 
11000' 10 west of LRP. Crossing LRP, you're 
cleared to descend to 8000' on the 104° radial 
outbound. Be level at 8000' by the 26 DME 
fix. At 26 DME, turn right to a 145° heading 
and descend to 2100’. You're cleared to inter- 
cept the localizer for the ILS 9L (108.95, 085° 
course) and cleared for the approach when 
established on the localizer. Decision height 
is 214". 

OK, head for the hotel! That was a typical 
day for a 737 pilot. Remember, if you use the 
Options/Simulation Rate menu to speed up 
the cruise legs, that's cheating! m 


Something 


They're ba: 
just popped open the livewell and hauled 
Trophy Bass 2 up on to the dock. This sequel 
improves the game in many areas, and adds 
significant new features. 


k and they're biting. Sierra 


rophy y Bass 2 


ler * Windows 


The obvious change is the addition of five 
new lakes, for a total of ten. As before, all 
accurately model existing lakes known for 
great bass fishing. The lunkers now have 
much larger brains; AI has been improved. 
You won't find potential fish filets scattered 
randomly around the lake. They'll be in the 
structure preferred by their species, deter- 
mined by the fishing conditions. It's also easi- 
er for fish to throw the hook and get away. 
You can even snag your lure now, though it's 
not hard to work the lure free. The only thing 
missing is a bunch of mosquitoes. 

The “How To" section, a wealth of fishing 
information, gets updated full motion video 
clips from four famous bass pros. This 
section includes facts about fish, and tips 
on equipment. It contains about 20% 
more content than the previous version. 

The biggest improvement is the 
addition of a multiplayer mode. The 
game supports modem, network and 
Internet play. Now you've got to out- 
smart the computerized bucketmouths 
and simultaneously out-fish your 
human opponents before time runs 
out. Internet play is on the Sierra 
Internet Gaming System. If you have 
Internet access and a Windows 95 
Internet Browser, you can fish on-line 
tournaments. At present, tournaments 
are limited to 15 competitors; Sierra 
says SIGS will eventually support 100 
bass-boaters. Some people snicker at 
the thought of on-line bass fishing 
tournaments. Don't knock it ‘till you've tried 
it, though; it's a major blast, even though the 
fish don't explode. 

Trophy Bass 2 is a winner if you're in the 
market for something a bit different from the 
usual shoot-em-up simulation. — John Nolan 


PE nu Windows 


For any avid fisherman, The Art of Fly 
Fishing seems a natural impulse buy. In real- 
One 


ity, it's a classic case of “See Sickness.” 
back to shore for Dramamine. 


look, and it's 
all bad, mind you. The three 


Not that i 


performance in 1991, the Braves" and Twins” could 


A You Don't Know Jack! 
Be careful when you 
"Screw Your Neighbor" 
because a corrrect 
answer means you're 
the one who's screwed 


fishy this way comes... 


different fishing spots of the British Isles 
look truly magnificent, and the motion 
effect of the water is unparalleled. In 
addition, the ambient nature sounds, 

in conjunction with the animation, 
really bring back memories of. 
camp outs, fish feeds, and intro- 
spective moments of serenity 
amidst the other four hundred 
fisherman duking it out for space on 
the riverbank 

The entire gallery of information included 
in Fly Fishing encompasses a pitifully small 
amount of text. A smattering of uninteresting 
jargon on fly fishing techniques spans across 
a crude and confusing interface. 

Sad to say, the tournament game fares no 
better. Decent reels and rods remain unavail- 
able until after winning several tournaments. 
Decisions about lure, line weight, and time 
of day have virtually no effect on bite action. 


Worst of all, the game requires lightning- 


quick reflexes to master hooking the big 
one. Huh? In a fishing simulation? Similar 
to Links, users must click at the right 
moment on a rapid-rising slider bar to 


This new “Breakfast Club” features major league 
teams as characters. Based on each team’s 


BOTH play which character? 


Moe 
$3,000 


cast, then 
again when 
fish get near. 
The rest of the 
saga involves 
clicking to 


net your catch. 
The world needs The Art of Fly 
Fishing like it needs a documentary on 


the life and times of Mr. Yuk. There are other 


fish in the electronic sea. Interested parties 
should steer the bow towards Trophy Bass 2, 
because this fishin’ hole is 100% “catch and 


release.” — Tim Royal 


А А The Art of Fly Fishing: Nothing comes between 
reel in, a fisherman and his... rod 
and.. 

you guessed it... clicking in time to 


You think you know sports trivia, 
don’t you? You think you know all 


ou Dan’ 
how Jack! Sports 


the stats, dates, and names, right? You think 
you know Mickey, Arnie, and Magic, but you 
know what? You Don’t Know Jack! 

You Don't Know Jack Sports is the latest in 
their line of entertainingly irrelevant trivia 
games for your home computer. Sports retains 
the same fun and outrageous gameplay while 
changing the question topics and atmosphere 
to reflect the subject at hand: sports trivia. 

The game offers 800 questions (including 
-ategories like “Loudmouths and Their Former 


Teams” and “Not-so-Proud Olympic Moments”) 
for one to three players (but a room full of peo- 
ple can play along — it's the perfect party game). 

Sports is more than just picking questions 
and answering them. There are options 


A Trophy Bass 2: Having 
trouble getting a nibble? 
Get timely tips from the 
pros while you fish in full 
motion video 


which add to the total 
game experience. These 
include: "Gibberish 
Questions," where the 
answer is scrambled, 
"Fiber Optic Field Trips," 
which occur randomly, 
the dreaded "Screw Your 
Neighbor," for when 
you're convinced your 
opponent doesn't know 
the answer and finally, the “Jac 
where you must match words tha 
ed (such as Steelers with Pittsburgh). 

If you love sports trivia and you think you 
know all the answers then you'll love this 
game. Of course, even if you answer all the 
questions correctly it won't really matter, 
because You Don't Know Jack (Sports that 
is). — Dan Olawski 
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SOFTWARE INCORPORATED 


"Can I challenge Arnold Palmer 
and my buddy in Tibet 

to a skins game 

on Maui 

in heavy fog 

at 3AM?” 


Can I take a 3-D tour of the 

Kapalua Plantation Clubhouse? Bich play? Best 
E position а cam 

It in front of the 

I still play all 

g? Can I play with 

Can I get 1600X1200 resolution? I make a high- 
watch Arnie 


Can I take a 
Virtual Reality tour of Arnie’s workshop? 


Can I choose from more than 15 add-on courses? 


Can I call toll-free for sup- 
port? 


If I lived on the course 
could I find my house? 


S Counsel brary 
У 
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The NEW Links 5-Course Libraries Vol. 1, 2 & 3: 
Playable with Links LS, Links Pro CD, Microsoft? Golf, & Links Pro CD Macintosh? 


1) 


www.accesssoftware.com • Code: 010-CGW 


Links LS Trial-Size version CD, call 1.800.800.4880 Е 


Call 1.800.800.4880 for a FREE Pandora Directive Demo CD 
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Country Club of the South, Muirfield Village, 


Input the basic details 
of a course from a real 
scorecard—the “Wizard” 
automatically routes 


each hole. 


летата заалт зала 


Choose from over 100 different types of 
trees, bushes, rocks, and other objects! 


ducing 


ck Nicklaus 4 


Featuring Colleton River Plantation, 


Cabo del Sol, and Winding Springs: 


The Course Designer 


This is the Course Designer 


that created all 5 Nicklaus- 
designed courses in the 
game! 


Use the Designer to re-create 
your favorite course! Import, 


modify, and play courses 
from previous Nicklaus 
games! 


“Is it live or is it...?" Our 
Course igner is so 
true-to-life, it's hard to 
tell the difference! 


This image is of the 3rd 
Green at Country Club 
of the South. The left 
half of the image is from 
the Course Designer; the 
right half of the image is 
an actual photo. 


Click and drag on its shape 


Chgose from a variety 
of templates, or create 
your own shapes. 

Changing terrain is as 
easy as click-and-drag. 


The result: a new bunker 


up ree wee 
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The Hole View of the new 
bunker 


The Approach Shot 


эх ^ New "Intensity Control”” 

— reproduces the dynamics 
that shape the shot. "Club 
up and swing easy" for 
control or a low trajectory; 
"swing hard" when you 
want spin and distance 


Every shot flies, bounces, а 
rolls true to the game, wi 
the best ball physics model 
in existence. Courses are 
accurate to within 6 inches! 


Multiplayer play is fully 
supported, including 
recorded rounds, shared 
keyboard, serial, modem, 
LAN and Internet play. 


Play all of the best golf for- 
mats: stroke play, match 
play, skins, shootout, 
gross tournament, net 
tournament and “side 
games” like “Bingo, 
Bango, Bongo.” 


Weather can 
change in the 
middle of the 
round, and 
natural wind 
variations and 
every possible 
turf condition 
add to the 
challenge! 


With beautiful, high-speed graphics, 

: ЕТЕТ: E JS £ a true physics model, more realistic 
A round Ihe Gree swing meters, better putting, and 
y ps unlimited camera positions, Jack 
TT 3 — Nicklaus 4 is truly the game every 

№. -—m | uc golfer has anticipated! 
: * A Call 1-800-245-7744 
to order direct 


_ Look for the Jack Nicklaus 4 
layable demos in select 
agazines or online at 


4 0.99/minute. If you are under 18, 
please get your parents’ permission 
efore making this call. 
s 
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Tough guys 

Whoa! | just read a few of your reviews from 
your December issue, and | gotta tell you 
guys that you are WAY OUT THERE. Three and 
a half stars for Madden NFL 97 and 
Mechwarrior 2: Mercenaries?! | own both, and 
both are at least a whole star above what 
you rated them. Madden NFL 97 is just an 
arcade type game, because that's what peo- 
ple wanted. We've got plenty of football sims 
out there, but none were like the console 
games.Finally the PC has one, and it's great. 
Darn good graphics, good animation, and 
good game play. 


Michael J. Przybocki 
via the Internet 


Our ratings of the games were based on what 
they did right or wrong according to their own 
essential premises. Neither accomplished every- 
thing it explicitly set out to do, and that's why 
we took points off. Our reviews explained the 
wherefore in detail, if you'd like to check — ed. 


Neanderthals at large 

| am an infrequent reader of your magazine 
and while | usually do not comment on what 
| see in it, іп the case | am about to describe, | 
really felt obligated to note my objections to 
something in one of your game reviews. | 
refer, specifically, to the review of A-70 Cuba! 
as described on page 168 of your December, 
1996 issue. While | realize that responsibility 
for the contents of this game rests with its 
designer (Parsoft, to whom | hope you will 
pass on these comments), | think your edito- 
rial staff completely abdicated its journalistic 
responsibility to outline the context of the 
game, in writing the review. 

| refer, in particular, to the following two 
quotes from the review:"...The player is 
based at Guantanamo Bay fending off guer- 
rilla forces that don't know communism is 
dead...""..Bombing airfields, sinking destroy- 
ers, stomping armor columns, and even 
flaming tobacco-laden trucks are some 
objectives of the game's twelve missions..." 
Has it ever occurred to either your reviewers, 
or Parsoft, that many people around the 
world ~ including myself – would find the 
setting of this game (which involves the mili- 
tary forces of the United States attacking 
Cuba) extremely offensive? 

Just how much fun, do you suppose, it 
would be to create a game where you are 
the (civilian) driver of a “flamed tobacco- 
laden truck,” and you get your ass blown to 
Kingdom Come by the invading air force of 
the United States, after all you tried to do 
was earn a living for your family? Could 
either CGS+ or Parsoft enlighten me as to 
what the driver of the truck did to the 
United States, to justify his being killed by 
the big, tough pilot of the A-10 in this game? 


And while you're at it, perhaps you could 
explain by what right the US military, in this 
game, has decided to force its system of gov- 
ernment down the throats of the Cuban 
people who "don't know that communism is 
dead"? | doubt that your reviewer would 
have missed the implications of (say) a game 
where the player gets to murder "blacks, 
Jews or Commies" in the US, or in which the 
player gets to be a Soviet Gulag guard who 
gets points for shooting escaping prisoners. 

Your magazine's implicit endorsement of 
simulated aggression against the civilian 
population of a tiny, nearly defenseless 
island nation whose only crime has been not 
to say "how high" when the United States 
says "jump," deeply disturbs me – especially 
when one considers that this game might be 
the only "education" on the US/Cuba rela- 
tionship that many young game players will 
ever get. 

Throughout my life with computers and 
the Internet | have been, and remain, strong- 
ly opposed to censorship of game and other 
contents. A few more games like A-10 Cuba!, 
however, may just change my mind. 


Marcus Shields 
via the Internet 


If we were to start thinking along such lines, а 
good 9096 of what's out there might soon 
receive similar (and more decisive) condemna- 
tion.The unfortunate fact for now, at least, is 
that the morality and politics and basic human 
understanding present in most computer 
games (and, by implication, the audience for 
same?) is about two steps short of "adolescent 
neo-fascist" in sophistication. If that ever 
changes, I'll be among the first to go dancing in 
the streets. Thanks for your comments. - ed. 


Let's talk football 

Thanks for the info on Total Control Football. | 
see Monday Night Football as more of an 
arcade game because it is so heavily biased 
towards offense. | ran a few league weeks 
letting the computer run the games, and the 
average score was 40 points plus.There were 
over 10 QB's who averaged over 300 yards 
per game. The on-the-fly editor is пісе, but 
it's the results | am most interested in. 

The thing that bugs me about Front Page 
Sports Football is that the results are totally 
unrealistic. RB's either run for a two yd loss or 
a 12 yd gain.The worst thing you can do if 
you think a team is going to go deep is call a 
dime zone (the exact opposite of real foot- 
ball). Linebackers don't react; they just sit 
there most of the time on passing plays. | 
could go on, but you get the picture. 

Why is it that in strategy and war games 
we demand a high level of realism, but with 
sports games we settle for so little? Game 
designers with sports games seem more 


interested in graphics and sound than they 
do a realistic simulation. Keep up the good 
work! | just started subscribing to your mag- 
azine, and | really enjoy it so far. 


Steve Weber 
via the Internet 


Sports games on the PC have been trying to 
do everything: graphics, arcade, simulation, 
statistics. Strategy and simulation games 
with similar aspirations have failed along 
similar lines (mainly in the "realism" dept.). 
Guess it's a question of the scope of your 
ambitions, and how much you want to see 
integrated in one effort! — ed. 


What about the balls? 


| think an injustice has been done a great game. 

In your December issue, Steve Bauman in 
his "Cheat Thrills" column bemoans the lack 
of any beauty in the current crop of 3D 
games. He mentions Relentless as perhaps 
the sole contender for this honor. He's 
missed out on one of the leaders in this lim- 
ited field — Ecstatica.It brought beautiful, 
strange and innovative visuals to the PC. It 
had evocative backgrounds, innovative cam- 
era angles, a moody and yet evocative 
soundtrack and allowed astonishing free- 
dom in gameplay before coming to the 
inevitable conclusion. It was fun, encouraged 
exploration, and was full of scenes which 
were interesting solely for the point of being 
interesting looking. Trouble was, it was just 
too short. 

Ah well, perhaps the upcoming sequel 
will last longer... 


Jason Durall 
via the Internet 


Steve B. replies: You, sir, are 10096 correct. 
Ecstatica is one of my favorite games, incredi- 
bly warped and in possession of a singularly 
interesting graphic style that was carried 
throughout the design. Everything was made 
up of balls, from the characters to the texture 
of the grass. Truly a breakthrough in graphic 
design, but you're right about the shortness of 
gameplay. The sequel does address that prob- 
lem, and should be out around the time you're 
reading this. | for one can hardly wait. 
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COMPUTER GAMES 


The demand for computer programmers will double by the year 2005... 


Train now for a high-paying 
career as a computer 
programmer! 


Only NRI at-home training gives you 
in-demand programming skills in 
three of today's hottest computer 
languages: BASIC, C, and Visual Basic. 


Plus, you now train with and keep 


state-of-the-art programming tools: a 
Pentium? 133 multimedia computer 
system, Visual Basic, Windows 95, 
and more! 


Prepare for today's newest 

programming opportunities 
The Bureau of Labor Statistics forecasts that 
job opportunities for computer programmers 
will increase much faster than the average 
over the next 10 years, with as many as 
400,000 new jobs opening up by 2005. 
Now, with NRI, you can get the new 
skills you need to build a top-paying career 
— even a full- or part-time business of your 
own — in this high-growth field. 


Learn today's hottest languages! 
With NRI's unique Discovery Learning 
Method, you get hands-on programming 
experience as you master today's most 
popular languages and programming 
environments. Step by step, you learn to 


experience than any 
other school! 


Pentium? 133 processor 

* 8 meg RAM and 256K cache memory 

* 1 gigabyte hard drive 

* Super VGA color monitor; 1 meg 
video memory 


More equipment, more advanced software, 
and more real-world programming 


* 8X CD-ROM drive and 16-bit sound card 


Now, with NRI's new PC Options Plan, you can keep up with late-breaking advances in 
technology by upgrading your computer system at special student rates. You'll get all the details 
shortly before your computer is scheduled for shipment. It's NRI’s state-of the-art guarantee! 


NEW! = 
Powerful 133 MHz . \ 
Pentium? processo! 

based computer! “SF 


create the kinds of full-featured, powerful 

programs today's employers and clients 

demand: 

* You start with BASIC, building your 
confidence enough to create and modify 
several programs of your own. 

* You move on to master C, a sophisticated 
language that's become the programming 
tool of choice for a variety of applications. 

* You're then ready to explore Visual Basic, 
à high-level, objectoriented language 
designed specifically for creating programs 
in a Windows 95 environment. 

Best of all, you master these important 
languages as you train with and keep the 


NEW! 
Internet 
Training! 


28,800 baud fax/modem, plus 10 
free hours of America Online 


* Netscape Navigator" Web browser 
* BASIC interpreter 

* Power C and Visual Basic compilers 
* Windows 95 
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most powerful computer system available 
from any school! 

Send for your FREE catalog today! 
See how NRI can give you the programming 
skills, the full-featured computer system, 
and the state-of-the-art software you need to 
get started in this top-paying field. 

If the coupon is missing, write to us at 

NRI Schools, 4401 Connecticut Avenue, 
NW, Washington, DC 20008. 


CALL 1-800-321-4634, Ext. 2245 


http://www.mhcec.com 
SEND TODAY FOR FREE CATALOG 
І е es Schools 


4401 Connecticut Avenue, NW, Washington, DC 20008 
| A Check one FREE catalog only 


_ PC Applications Specialist 

_] Visual Programming in C** 

—] Networking with Windows NT 

_ Microcomputer Servicing 

_ Desktop Publishing with PageMaker 
_| Bookkeeping & Accounting 

—] Multimedia Programming 

—.] Mastering Microsoft Office 

_ Webmaster 

OR GET YOUR DEGREE! 
_ NEW! Associate Degree in Accounting 
—] NEW! Associate Degree in 

Business Management 
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EXCEEDED 
YOUR 
EXPECTATIONS. 


SOON, 
WE'LL 
CHANGE 
YOUR 
ENTIRE 


DESTINY. 


Westwood 


www.westwood.com 


Lands of Lore: Guardians of Destiny is a registered trademark of Westwood Studios, Inc. & 1996 Westwood Studios, Inc. All rights reserved. 
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NCAA 


MINDSCAPE SPORTS, ALTERNATIVE™ 
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MSA logo are trademarks of Mindscape, Inc. The NCAA and Final Four are registered trademarks of the National Collegiate Athletic Association and are used under license 

by Mindscape, Inc. Windows is a registered trademark of Microsoft Corporation. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 
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Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you соте across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


